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Introducing two MflESfey 

new hits that are J 

going to make your Game 
Boy™ scream with fear and 
excitement. 

In Castlevania-The Adventure™ from Konamifyou'lljoumey 
with Simon Belmont on his third—and possibly most terrifying— 
quest through a maze of torture chambers and vampire ctypts. 
While in Motocross Maniacs™ from Ultra,'’you'll get down 
and dirty in an off-road rad race where Nitro Turbo Boosts are 
■ the difference between popping wheelies and biting the dust. 

I So, all ofyou speed demons — 

and daredevils, shift your _ _ 

aF courage into high gear and KOIMAlvIi 

Kfc prepare to splatter your 

^ 2 shiny new Game Boy eOB a „ J0emarklo , 




The higher energy video game system. 








I Ifyou think things are 
[tough now; wait till you 
get hit upside the head 
by Ultra's Kings of the 
| Beach Professional Beach 
Vblleybalf for Nintendo? 
Up to 4 players can 
■ compete in this slam-fest, 
complete with spikes, digs, jump 
serves and a mighty Kong block 
that'll bury you in the sand. 

But that's just the half of i|i 
Because Ultra is also shipping 
yo,up# to the South Pacific for 
some brutal combat in Silent 
Service!" the super-realistic 
’ll ihm^ririf 3 ’ 
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The adventures of Dino-Riki began in pre-historic times when ancient 
dinosaurs ruled the earth. Dino-Riki is determined to establish mankind's 
future in this violent age by exploring and fighting his way through deserts 
filled with quicksand, sinking lotus swamps, dark caverns and deep 
canyons. In his quest, Dino-Riki is armed with a shooting weapon that will 
change and progress from rocks to axes, to boomerangs and to fiery 
torches. There are many hidden items that will help Dino-Riki to increase 
his strength, extend his life, fly like an eagle and one that will change Dino- 
Riki to "Macho-Riki", the ancient warrior, etc... Dino-Riki will need all the 
ancient knowledge and items he can find before facing the dinosaur 
bosses: Tyrannosaurus, Pteranodon, Monster Fly and Giant Cobra. 

Play with Joycard Sansui SSS™ for maximum sound effects. 
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In your September issue you stated 
that Infocom was finished as an inde¬ 
pendent entity. I was heartbroken! I 
love a great graphics game, but noth¬ 
ing beats a super text adventure. I 
called the number in the Infocom 
magazine and asked if they had gone 

laughed. Maybe I misinterpreted the 
article. Could you please clear up my 


16-Bit Booster 

First, let me say that your magazine 
is the best video-game magazine 
available on the newsstands of 
America, and I look forward to it every 
month. However, now that the 16-bit 
game systems are appearing on the 
market, why do you devote so much 
space to the old 8-bit games? Who 
would prefer to drive a VW when for a 
little more you can own a Porsche? 


ers, especially the gaming tips. 
Unfortunately, we have neither the 
space nor money to print and pay for 
all of the duplicate tips that we get. We 
try to be fair and print the first tips as 
they come in. Many times we get 
dozens of duplicate tips from our read¬ 
ers, so in fairness we must go with the 
one who gave us the scoop first. 

With regards to people sending in 
hints from other publications, we 



To date, we've received quite a 
few letters from devoted Infocom 
fans wondering what the story was 
about. We contacted Loretta 
Stagnitto of Mediagenic, Infocom's 
parent company, for the straight 
scoop. As we go to press, Infocom 


Let's pay more attention to the 16-bit 
future than the 8-bit past! 

—Mark D. Shark 
Dallas, Texas 

Thanks for writing, Mark. We're 
very excited about the new machines 
as well and can't wait to see what's in 
store. But you can't ignore the fact 
that the 8-bit machines are still a 
major force in the marketplace and 


don't require people to find the hints 
themselves, since most of these 
sequences aren't the type that you're 
likely to find out on your own. We 
also figure that many of our readers 
read vg&ce exclusively, so the tips we 
print are new to them. 

Don't be discouraged—we're 
always searching for these types of 
things and hope that you'll continue 
playing away. With all of the new 
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ACTION 


Featuring 2 Player Interactive Motorcycle 
Battle. 

6 Powerful Sidecars Weapons. 

5 Treacherous Zones of Military Action. 
Bonus Stages with Extra Items and 
Power-Ups. 

Hit / Miss Ratio Screen Displayed after 
each Stage. 


Challenging Island Adventure with 12 
Zones. 

Megakey Changes Amagon into The 
Powerful Megagon. 

Featuring an Army of Enemies, Including 
6 Large, Deadly Bosses. 

Brilliant Mega Chip Driven Color, 
Graphics, and Sound. 


American Sammy Corporation 










games that are constantly being 
released, the opportunity still exists 
to get your name in print and pass on 
a helpful hint to your fellow game 
players out there. 



Apple Pickings 

Help! I own an Apple MGS comput¬ 
er system with a 3 V2" disk drive. I'd 
really love to purchase games for it, 
but I have yet to see any in that size 
format. Do any companies make them 
in that size for the Apple MGS? If so, 
would I have to special order them? 
Any help you could give me would be 
most appreciated. I'm almost ready to 
give up! 

—Corey Sent 
Leavenworth, Kansas 


No doubt about it. Atari is still 
very much alive in the gaming world. 
(The name Atari actually exists in two 
separate companies: Atari Corp. is 
the company responsible for the ST 
line of computers and the Lynx, and 

operated machines for the arcade but 
also brings out game cartridges 
through Tengen. They are in no way 
related to each other.) 

With the release of their new Lynx 
machine, Atari Corp. is still a force to be 
reckoned with in home video games. 

Also, see the feature elsewhere in 
this issue on another hot product 
with the Atari name on it. Escape 
From the Planet of the Robot 
Monsters. Atari Games' new coin-op, 
S.T.U.N. Runner, will pick up in popu¬ 
larity where Escape leaves off. 


Don't give up yet, Corey—there are 
a lot of games released on 3 1 / 2 " 
disks. For example, we contacted 
Anita Deiter of Taito Software in 
Canada, who gave us the following 
titles that they distribute in your for¬ 
mat: Qix, Arkanoid II: The Revenge of 
Doh, Rastan and Renegade. Get in 
touch with some of the big computer- 
software stores in your area, and get 
a listing of the other games that they 
sell. I'm sure that with a little foot¬ 
work, you'll discover that finding 
games in your format is easier than 
you think. 



Complaints, Part II 

I know that most of your readers 


have a small complaint. I'm an Atari 
7800 owner, and what got me started 

banner you have on the cover. On clos- 


Atari XE reviews and no 7800 reviews. 
Now, I realize that Nintendo is the hot 
machine and Atari's grip on the video- 


because Atari is still very much alive. 

—Chohong Choi 
Ridgewood, New York 


Atari products more extensively, we 
have to cover the products that are 
favored by the majority of our reader- 
ship. You'll notice that NES products 
(on the video-game side) and IBM PC 
games (on disk) find their way onto 
our pages more than any others. 

If Atari XE or 7800 systems 
become popular again, you can be 
sure that we'll be there to write 
about it. We're banking on Atari Corp. 
to start the ball rolling again with 
Lynx and their yet-unannounced 16- 



No Complaint Department 

I really admire the fact that you 



can't be beat. While other magazines 
concentrate on "Wow! Nintendo!" 
you offer balanced coverage. 

—Cliff Ogden 
Foley, Alabama 

heads to hear praise like that, but it 


also tells us that me are doing our 
jobs. Keep reading vg&ce, and me 
mon’t let you down. 



Future of Gaming 

I would like to commend you on 


to Easter Egg Hunt, I can tell that 
you guys really know what you 

Lately, I've been somewhat disap¬ 
pointed by most of the games that 
I've purchased—namely their lack of 


ings). This has made me lose faith in 
the future for finding exciting games 




on the Sega Genesis and the NEC 
TurboGrafx-16. I never dreamed 



I do have one request to make, 
however. Please give the arcade 
scene more in-depth coverage. 
There are many great coin-op 
games out there like Narc and Turbo 
Outrun that many people have 
never heard of and would greatly 
enjoy. Thanks for making the maga- 



Reader Mail, VideoGames & Computer 
Entertainment, 9171 Wilshire Blvd., 


Suite 300, Beverly Hills, 
CA 90210. Letters may 
be edited for style, clar¬ 
ity and space consider¬ 
ations. We regret that 


all the mail me receive. 
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25 Tons of Flying Mass Destruction 

Experience the A-10 Thunderbolt II 



How Much Can You Handle? 






















IllllSlil 


<§) 2-Player Ready! 

® 'ijurnament Mode " 

<S> True 5 on 5 Game Play 

(§> SlarrTn Jam 

(®) Player Substitutions 

<®> Playej v.s. Player Mode 

<§) 2-Players v.s. Computer Mode 










keter of home computer 
games, has announced that 
it is leaving the publishing 
field. The California-based 
outfit plans to remain active 
in the program development 

September announcement. 
Accompanying this abrupt 
change of direction was a 

Epyx's staff to 12 people. 
Epyx began its corporate 

Automated Simulations. 
After some initial success 
with Temple ofApshai and 
Star Warrior, the company 
seemed to lose momentum. 
The arrival of Mike Katz 
from Coleco to head the 
renamed Epyx ushered in 
its most successful era. 
During the last five years, 

well-known for its multi¬ 
event, action-strategy sports 
anthologies. 

Some of Epyx's top hits 
included Jumpman Jr., 
Summer Games, Winter 
Games, World's Greatest 
Baseball Game and 
California Games. Epyx also 
issued Impossible Mission, 
which became one of the 




sion of problems over the 
last few years. The ill- 


starred venture into VCR 
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STRAP IN 

FOR FULLTHROTTLE 
ACTION. 


SKY SHARK® FOR YOUR NINTENDO ENTERTAINMENT SYSTEM? 



TAITO 










someone else market 
them." 

What is not known at 
this writing is what effect 
the change in status will 
have on the affiliates and 
design groups that 
Cinemaware has estab¬ 
lished in the last 18 months, 
including Spotlight. It 

will continue under the 
Cinemaware umbrella dis¬ 
tributed by Electronic Arts, 
but there has been no offi¬ 
cial statement. 


includes Defender of the 
Crown, Rocket Ranger, 
Lords of the Rising Sun 
and It Came From the 
Desert. It started a sports 
simulation line in 1988 that 
now consists of TV Sports: 
Football and TV Sports: 
Basketball. 


Best Upright Videos 

1. Off Road by Leland 

2. Hard Drivin' by Atari 

3. Operation Thunderbolt 
by Taito 

4. WWF Superstars by 

5. Crime Fighters by 
Konami 

6. Arch Rivals by 
Bally/Midway 

7. Turbo Outrun by Sega 

8. Final Lap by Atari 

9. Chase H.Q. by Taito 

10. Mechanized Attack by 
SNK 

Best Coin-Op Soltware 

1. Golden Axe by Sega 

3. Strider by Capcom 

4. Bottom of the Ninth by 

5. Splatterhouse by Sharp 
Image 

6. Cabal by Fabtek 

7. Wrestle War by Sega 


SPA Establishes Piracy Hot Line 


8. Shinobi by Sega 

9. Champ. Sprint by Atari 

10. Roadbiasters by Atari 

Best New Uprights 

1. Gang Wars by SNK 

2. Dynamite Duke by Fabtek 

3. Crackdown by Sega 

4. Escape From the Planet 
of the Robot Monsters by 
Atari 

5. Dynasty Wars by Capcom 


FCI (Fujisankei Com- 


Carolco Pictures, Inc. for 
its next futuristic motion 



adventure-thriller Total 
Recall, directed by Paul 
RoboCop Verhoeven. 

Total Recall is set in 
2074: a time when two 
opposing governments 
rule a war-torn earth. The 




800 customer-support line 
and asked that calls go to 
its new phone-counseling 
number, (312) 968-0425. 
According to the video- 
game publisher, it experi- 


cial effe 



s. Tri-Star 



Williams' Electronics, 
coin-op’s pinball king, fea- 










UideoGames 


& Computer Entertainment 




Save over $15 off the cover price! 


ALL COLOR ISSUES 
ONLY $19.95 


• TECHNICAL REPORTS 
COMPUTER SOFTWARE 


UideoGames 


l tea: Sign me up for 12 issues for only $19.95—I’ll 

□ Payment Enclosed — Charge My □ VISA □ MC NAME_ 


Money back on unused subscriptions if not satisfied! WATCH FOR IT!! 












VG&CE•JANUARY 











"YOU STAND ATTHE EDGE OF ADEEP 
CHASM. FROM THE DARKNESS BELOW 
RISE THE SCREAMS OF THE UNDEAD" 


Can you outwit and overcome the^. .! 
thoroughly-evil Warlock Lord? His 
mysterious spell holds Castle Shadowgate 


passageways, ur 
mysterious artifacts ii 
chambers! Glues are tl 
for those bold enou»l 
and wise enough. 
Tordm.Ke vc 
Gemstones. 


Slay a dragon, cross-a river of fire. 

But be careful. A wrong move could 
bring your quest to an untimely end. 

. A whole world of options ar%at 
your command with 

dynamic graphics touting 
the dark mysteries orate 
Middle Ages to life. 

The question is...are 
you up to the challenge 
of Castle Shadowgate? 










Mediagenic has released 
a lineup of new titles with 
the most diversified 
themes ever produced by 
this publisher. Activision's 


latest voyage into the 


Also from Activision is 
Grave Yardage, a football 
game starring goblins, 
ogres and ghouls. Players 
are armed with claws, 
knives, clubs and energy 
blasts. Mech Warrior lets 
gamers control combat 
robots as mercenary war¬ 
riors in the 31st century. 

Deathtrack has ten 
major-city tracks and cus¬ 
tomized vehicles. The racer 
is armed with lasers, rock¬ 
ets, spikes, machine guns 
and other weapons. Die 
Hard is based on the 
movie. The gamer has to 
overcome a gang of terror- 
ists to save the 
Bjl hostages. 

Ghostbusters II, 

19 based on the movie, 
gives gamers the goo 
to get the ghouls and 
■■ ghosts out of New 
IH York City. Finally, 

Activision's magical 
exploration of The 
^ .IS Manhole is now 


of the Fatman, a futuristic 
hand-to-hand combat 
game against outre' life- 
forms. Players assemble 
their weapons, place their 
bets with the WageMaker 
and then face off against 
grotesqueries like 
Colonoid, a colony creature 


users. Under the terms of 
the agreement, the compa¬ 
nies will manufacture and | 
market a home online I 
financial service for owners | 
of the Nintendo 
Entertainment System in f 
Canada and the U.S.A. 

Nintendo plans to man- r 
ufacture a modem and l 
controller for use with the | 
NES as the basis of an j 
"NES Network." Like other I 
online networks, this will 9 
provide entertainment, 9 
educational and informa- 9 
tional services, plus inter- a 
action with other NES | 
users. Fidelity is working fl 
on a special Nintendo- 9 
compatible cartridge for 9 
online NESers to do home-S 
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DO NOT ATTEMPT YOUR MISSION UNTIL THE 
CHOPPERS ARE OVERHEAD, SNIPERS ARE IN 
POSITION, AND YOUR HOMEWORK'S DONE. 

Not doing your homework could be a mistake. — 

very move you make could jeopardize your 

Jlow rescuers, and those held captive. : 

RESCUE: The Embassy Mission. The ..<1® ggs. 

:tion comes fast and furious. Itchy- «£,. -sjS 

ngered enemy gunmen. A perilous rappel --- 

own the sheer face of the Embassy. If you " { "*^^^**~ 

rrvive that, don’t get cocky. You've still got to out- “ 

raneuver and out-think your opponents inside and | |jiH 1 1 

rastermind the escape. wSt r S] 

There are 15 levels of difficulty, from "Training/ , • {HP 

fission" to wickedly-fast "Jupiter Mission" Thrills are • 

elivered in bold strokes, with super high quality / 
raphics and animation. / / 

With RESCUE: The Embassy Mission, brainpower 
as important as firepower. ... • 7 

<EMCD * SEIKA X 











Play Tour Challenge. This 
six-city series of 
events—featuring over 250 
TurboGrafx-16s for playing, 
as well as music, video and 
sports exhibitions—gives 
the audience a chance to 
see what the TurboGrafx- 
16 and its new games 
look like. Through the 
months of October, 
November and 
December, NEC brought 
the Play Tour to Los 
Angeles, California, 
Trumbull, Connecticut, 

Villa Park, Illinois, Wayne, 
New Jersey, Marlborough, 
Massachusetts, and 
Atlanta, Georgia. 

The Los Angeles Play 
Tour saw over 5,000 people 
compete in the Challenge, 
with winners receiving 
TurboGrafx-16 systems, 
Murray bikes and Vision 
Street Wear skateboards 
and T-shirts. 


"We want everyone to 
have fun," said Ken Wirt, 
NEC's vice-president of 
Home Entertainment, "as 
well as see what the revo¬ 
lution in video games is all 
about. It's clear there's lots 
of excitement about the 
TurboGrafx-16 system." 

NEC is using the Play 
Tour not only to publicize 
their game system, but also 
to "audition" potential 
members for their 
TurboTeam. The first win¬ 
ner, 17-year-old Jim 
Hakola (shown in the pic¬ 
ture above left), of 
Lakewood, California, 
scored 220,080 points on 
Blazing Lazers. Hakola's 
grand prize consisted of a 
TurboGrafx-CD player, a 19- 
inch NEC monitor and a 
Vision Wear skateboard, in 
addition to the TurboGrafx- 
16 system he won by mak¬ 
ing it to the finals. 


Universal Pictures 
recently released The 
Wizard, a film that features 
video games as a substan- 


Video Games 
Championship in 
California. 

The story, written by 
David Chisholm, is based 
on actual fact. "A neigh¬ 
bor's son had extreme trou¬ 
ble relating to other people 
and also suffered from 
poor hand-eye coordina- 



tial part of its storyline. The 
film, starring Fred Savage 
(star of TV's Wonder Years), 
Beau Bridges and Christian 
Slater, focuses on a family 
with problems so deep that 
it's falling apart. Corey 
Woods (Savage) runs off 
with his half-brother 
Jimmy, a withdrawn boy 
with the amazing ability to 
play even the most difficult 
video game, and enters | 
Jimmy in the National 


tion," Chisholm said. "The 
father brought the boy sev¬ 
eral home video games 
and.. .the result was that 
he showed great interest in 
the games, and his hand- 
eye coordination dramati¬ 
cally improved. He began 
feeling better about him¬ 
self, and, ultimately, it gave 
him something he could 
talk about to his peers." 

(Rumor has it that if you 
look carefully. Wizard 
watchers may see a copy of 
vg&ce lying around in a 
scene or two. Keep your 
eyes open.) 

Dr Joyce Brothers 
Recommends 
Neurobits 

Leading psychologist Dr. 
Joyce Brothers had a few 
choice words to say about 
Neurobics, the puzzle-pack¬ 
age introduced in 1989 by 
Ocean Isle Software. 
Brothers expressed confi¬ 





dence that it would help 
players develop mental fit¬ 
ness, saying: "I am gen¬ 
uinely impressed by Ocean 
Isle's new software pro- 

Neurobics represents 
a new category of entertain¬ 
ment-educational software 
that provides exercise for 
the brain." 

Neurobics is a set of six 
deductive- and inductive- 
reasoning puzzles to exer¬ 
cise the pathways between 
these areas of the brain. 
Each puzzle has over 25 lev¬ 
els of play and is said to 
test and improve concentra¬ 
tion, short-term memory, 
reasoning and spatial abili¬ 
ties. Neurobics is available 
for Apple, IBM and IBM 
compatibles for $44.95 
direct from the company: 
(800) 882-8664. 


Covox announced that 
its music-sound enhance¬ 
ment card for PCs is gain¬ 
ing support among micro¬ 
computer software 
developers. Over 60 major 
developers and publishers 
have received kits to 
incorporate sound files 
for the Sound Master PC 
into upcoming titles. 

Recent titles that sup¬ 
port the sound board 
include IBM and IBM- 
compatible versions of 
Windwalker from 
Origin, Sim-City by 
Maxis and ABC's 
Monday Night Football 
by Data East. 1. 
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Turn vour used video 
Game Cartridges 
into Cash! 



• We sell used video game cartridges. 
We also sell the hottest new video 
game cartridges. 

• Largest used video game dealer in the 


Place 

Holiday order early! 

SEGA is a registered trademark of Segr 


TURBO GRAFX is a registered tra 
NEC. 

GAME BOY is a registered tradem 


Video, 


R*I»N 


INC. 

97 Sherwood Ave., Dept. CE1 
Farmingdale, NY 11735 
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' FACE THE 



It's the next century in FORGOTTEN WORLDS, 
and you're the only one left who can save 
S Mother Earth from savage aliens. Yourspace- 

S age weaponry is awesome but so are your 

obstacles! Armed with an anti-gravity device 
n. you can fly through enemy defenses and erad- 
| \ icate the alien bases. But watch out! Missiles, 

I monsters, dragons, robots and laser guns are 

1 bombarding you from every direction! 

1 If you're ready to save Earth's defenseless 

* men, women and children, see your favorite 
software retailer or call Capcom USA. at 
408-727-1665 
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These are the streets. And there are no rules 
when you do battle here. 

STREETFIGHTER Is strictly survival of the 
fittest against 8 of the baddest dudes from 
around the world. Watch out for flying scissor 
kicks, lethal Ninja weapons, and other evil 
tricks. Block their attacks while you counter 

drop your guard cause these guys aren't 
just b-b-b-b-bad. They're "Bad to the Bone." 

So see your favorite software retailer or 
call Capcom U.S.A. 408-727-1665. You don't { 
want to keep these guys waiting! 


glish street tough. 




way to blow off steam. You know the type: 
just fry anything that's unfortunate enough 
to wander anywhere near your character. 
Don't worry about any kidnapped princesses 
or magic spells, just fire at will. But this 
game is a pleasantly advanced variation on 
the shoot-'em-up theme—it sort of forces 
you to think about what you're doing and 
why you're doing it. It's not mindless vio¬ 
lence, it's. . .well, it's conscious violence. 
You're on an important mission, and the 
safety of the planet Earth is in your hands. 
Somehow, having good intentions makes it 
okay to be a trigger-happy maniac. (But not 
in real life, of course!) 

The game's best feature is the 
transformation of the guardian from its 
humanoid shape to the jet fighter. It's a 
beautiful, smoothly animated sequence: The 
guardian spins around slowly, then faster as 
its insect-type battle armor shifts around, 
folding and stretching to take the form of a 
futuristic spacecraft with blue flame erupt¬ 
ing from its tail. 

Unfortunately, each best feature usually 
is accompanied by a worst feature, which in 
this case is Guardian Legend's password 
system for continuing your game. Don't get 
me wrong—I appreciate the fact that I don't 
have to play the whole game from the 
beginning each time I plug it in, but is it real¬ 
ly necessary for the password to be 32 char¬ 
acters long, with a choice of over 60 charac¬ 
ters to occupy each space? 

The Guardian Legend is basically a 
rehash of two or three unoriginal game 
concepts. However, it's not easy to be sub¬ 
tle about incorporating multiple themes 
into a single game, and the results are 
pretty good. Try before you buy, if possi¬ 
ble, because this one's not for all 
tastes—but with most new releases retail¬ 
ing in the $40-$60 range, that rule should 
apply to all games. 

—Chris Bieniek 

Broderbund Software, Inc., 17 Paul Drive, 
San Rafael, CA 94903-2101; (800) 521-6263. 


Magic Johnson's Fast 
Break 


The final seconds are ticking off the clock, 
the shot clock has nearly expired, the roar in 



Tradewest's 
Magic Johnson's 
Fast Break. 


the stadium is deafening and your team is 
down by two points. After a quick cut to the 
right, back to the left, a pivot outside the 
three-point line, a jump—with a brief 
instant of hang time before 
an effortless, graceful 

unleashed in a perfect arc. 
The buzzer sounds, and the 
crowd's roar is suddenly 
silenced as the fans realize that you have 
pulled off the upset of the century. Swish! 

A perfect three-point play has 
unexpectedly shut down Magic 
Johnson's two-man army. It's just 
another victory for the armchair 
NES athlete playing Magic John¬ 
son's Fast Break. 

NES Satellite adapter, up to four 
players compete in a friendly 
game of basketball, complete 
with an NBA referee. One player 
competes against the NES-con- 
trolled opponents while still 
playing two-on-two. The "B" 
button toggles selection of the 
current player controlled by the 
joystick. The "A" button is used 
to pass the ball inbounds, shoot 
for points, jump for rebounds 
3l the ball from 


ning likeness of Magic Johnson himself. 
During game play Magic will appear after a 
particularly good shot and offer a nice com¬ 
pliment. An impressive effect at first, it 
tends to interrupt the flow of heated compe¬ 
tition after a while. 

From the first menu, a one- or two-player 
game is selected. Unfortunately, two players 
cannot team up against the computer-con- 
trolled team. In the four-player mode, each 
player controls one man on the court, which 
makes for some pretty rowdy competition. 

In a one-player game, the computer's skill 
level, from "rookie" to "professional," is 
selected from the five available. The game is 
played in four quarters, each three minutes 
long. Between each quarter a detailed set of 
statistics is displayed for each team, such as 
shooting percentage, total free throws, total 
three-point plays, fouls and more. At the end 
of a game, the winning team may be award¬ 
ed a bonus salary. The object is to beat the 
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and also to earn as much money as possible. 
Impressive players can add their initials to a 
high-score screen, though it's forgotten each 
time the NES is powered down. 

The controls for Magic Johnson's Fast 
Break are logical and fairly easy to master. 
Confusing the pass and shoot buttons is 
almost always costly, however, and takes 

paced, but always fun for multiple players, 
ally a foregone conclusion. Even in the 


The game does imitate the basic mechan¬ 
ics of basketball. The referee is there, and 



of depth makes playing against the comput¬ 
er a pretty uninteresting struggle. Playing 
against human friends depends on genuine 
skill more than the computer; although, 
even here, the player not currently under 
joystick control is manipulated by the com¬ 
puter. A rousing game of one-on-one, with 
no second player on each team, would have 
been a nice play option for this game. 



—Matthew J. W. Ratcliff 


Tradewest, P. O. Box 1796, 

2400 South Highway 75, 

Corsicana, TX 75110; (214) 874-2683. 


In Vic Tokai's 
Clash at Demon¬ 
head. you take 
the role of Sgt. 
Billy Blitz and 



Clash at Demonhead 





the planet. Welcome to the world of Sgt. Billy 
"Big Bang" Blitz, the hero of Vic Tokai's new 
game Clash at Demonhead. 

The action gets off to an eerie start with a 
call from your superiors. It seems that world- 
famous Professor Plum is missing, along 
with the plans for his top-secret doomsday 
device. If it falls into the wrong hands, the 
very future of the free world will be in 
jeopardy. You must suit up and take on the 
nefarious lawbreakers, penetrate their 
stronghold and rush to the summit of 

professor. Yes, it's an awfully busy agenda 
for anyone, superhero or not. 


Clash is a combination adven- 
ture/strategy/shoot-'em-up game that takes 
you on a wild ride. As Sgt. Blitz, you must 


(continued on page 44) 
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The response to Pipe Dream has 
been admirably restrained. 




tions that slow the flow of sludge. 
Unexpected obstacles appear. So do 
mandatory finishing points. And 
other trials to drive the deftest pipe- 
layer dally. 

Choose a Pipe Dream play 
mode to suit your skill: basic, expert, 
or two-plumber challenge. And when 
no one’s looking, use the training mode 
to glimpse advanced level screens that 
you might otherwise never see. 

Test your plumbing skills 
before you buy. 

For a sample version of Pipe 
Dream look on specially marked boxes 
of Kao diskettes, or send $2.00 for 
postage and handling to: Pipe Dream 
Offer, Kao Infosystems Company, 
41444 Christy St., Fremont, CA 94538. 
State diskette size (3 'h" or 5!4") and 
system type (PC or Macintosh only). 

Once you’ve contracted Pipe 
Dream fever, move up to the full-blown 
version and really test your pipe-fitting 
prowess. If yotfre lucky, the only thing 
they’ll have to restrain will be your 

| UCASFH. |y| 








Sudden Death. 


If you thought soccer was a game for the rest 
of the world, here’s America’s answer. A fanatical 
crowd, a full team of 11, and action so precise, so 
powerful, so awesome, you can almost taste it. Win 
or lose, one thing’s certain: GOAL!” will win you over. 

At your favorite video game store now! 
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Set in the legendary 
DRAQOriLANCE* game world. 
Drago ns of Flame explodes 
p***~ with red-hot action. 
^ You control up to ten 
Companions, one at a time. 
Ik Your quest: rescue slaves j 


in thCToul fortress of Pax Tharkas. 

Your wits and reflexes better be 
sharp. In this game, you're either 
quick...or you're dead. 

Each Companion possesses special¬ 
ized skills. Use these skills to evade evil 
Draconian patrols^Keep one step ahead 
of the Dragonarmies while battling 
scores of deadly monsters. 

All the terrors of the journey, how¬ 
ever, pale in comparison to the horror 
of your destination. The fortress of Pax 
Tharkas looms before you, crackling 


CAN 

YOU 

STAND 














VG&CE • JANUARY 1990 














Playing games on the Nintendo Entertainment System® will never be the same 
with Acclaim's new DOUBLE PLAYER™ System—the two player set of wire¬ 
less controllers that really gives you and a friend the power to move when 
playing yourfavorite video games—especially games with head-to-head, 

2-player action! 

Officially approved by Nintendo!'the DOUBLE PLAYER™ System scores 
BIG with score-raising features like twin turbo rapid-fire, slow-motion, and 
pin-point accuracy from upto30'away. Get the winning edge. 

THE HEAD-TO-HEAD WIRELESS winning edge! 

(Nintendo) 












KNIGHT RIDER 



MISSION: Retrieve top secret 
weaponry stolen by 
terrorists. 1 1 

VEHICLE: KITT, the h£3fe§-= 
Knight 2000 supercar. 

WEAPONS : High-impact missiles, 

• \ Machine guns, Reflex 

M lasers. 

SPECIAL FEATURES: 




ON THE GROUND 
AND IN THE AIR... 
ACCLAIM’S GOT 


>1«laim 




>4«laim 


X«laim 
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After eons of chaos, mankind has finally 
emerged from the ruin brought on by nuclear war. 
The world has flourished once again under the 
guidance of the Great King, who has harnessed 
1 the power of the 8 Eyes to rebuild the planet. 

The 8 Eyes—strange and powerful Jewels—were formed in the 
stellar centers of eight thermonuclear blasts. To possess them is to 
possess all earthly power. 

Now, a loose confederation of dukes has 
through treachery banished the Great King and 
seized the 8 Eyes in a bid for power. And already I 
their petty infighting has the world trembling 

on the jagged edge of atomic war. 

The task of retrieving the Jewels falls 
to you, Orin the Falconer—the bravest and 
mightiest of the King's Guardsmen. With 
your fighting falcon, Cutrus, you must 
penetrate the donjon keeps of each of the faithless dukes. There you 
will face the ducal mercenaries—and battle living skeletons, giant 
wasps, mud men, and other mutated horrors. You must defeat the 
monstrous Boss of each fortress to retrieve the Jewel he 
guards. If you are able to return the 8 Eyes to the Altar of 








(continued from page 32) 

Demonhead and free the aforementioned 
Prof. Armed with only a machine gun at 
first, you're given the opportunity to 
upgrade your weaponry by buying addi¬ 
tional items. Funds are increased after you 
blast certain enemies, who turn into dollar 
signs for you to collect. 

Moving throughout the screens of Clash, 
you must best a variety of terrains, includ¬ 
ing gorges, flatlands, peaks and the deep 
jungle. As you might expect in a search 
game of this type. Clash provides you with 
plenty of opportunities to rack up points by 
blasting the minions of the lawbreakers, 
such as robot drones, leaping, toothlike 
creatures and, my personal favorite, little 
cruise missiles that follow you around until 
they pop you (or vice versa). 

At various junctures throughout your 

ties to take various routes to the top of 
Demonhead. A map will appear periodically to 
help you find the best route to the final battle. 
If you don't accumulate a large amount of 


ing lives and upgrading gear. 

Now a word about our hero, Sgt. Blitz. As 
the head of the Special Assault Brigade For 
Real Emergencies (S.A.B.R.E.), you'd expect 
him to be a big, burly-looking guy packing a 
flak jacket, sporting a crewcut, scowling all 
the way up the mountain. But Sgt. Bang 
doesn't quite live up to his name. I'm afraid. 
With his quick, bouncy steps and mop-top 
hair, Sgt. Blitz looks like a refugee from a 
Partridge family reunion. Granted, the tone 
of this game is lighthearted, but I guess I 
expect more out of guys named Blitz. 

All things considered, Clash at Demon¬ 
head is an enjoyable game, full of colorful 
characters and fast-paced action. Game 
play requires a great deal of precision, 
and the graphics and sound support the 
storyline very well. Be prepared to spend 
some time behind the controller pad, how¬ 
ever. Clash is more than willing to throw 
large numbers of adversaries and pitfalls 
your way. Keep a cool head about you and 
blast away. This is a game of varied 
adventures to keep you coming back for 
more, provided Sgt. Blitz doesn't have 
another more pressing mission. 

—Patrick J. Kelley 

Vic Tokai, 22904 Lockness Ave, 

Torrance, CA 90501; (213) 326-8880. 


Bad Dudes 

DATA EAST 


The President 
has been kid¬ 
napped by the 
nasty Dragon 
Ninja, and it's 
time to call in 
Bad Dudes to 


Bad Dudes is the tale 
3f, well, two bad dudes 
I named Blade and Striker. 
I They are experts in 
o-hand combat, 
d their mission is to 
rescue the President, who has been kid¬ 
napped by ninjas. Your mission is to bat¬ 
tle the henchmen of the Dragon Ninja as 
you proceed through seven scenes to the 
final battle and subsequent rescue of the 
President. 

The first screen lets you choose 
whether you want to be Blade or Striker. 
There doesn't seem to be any difference 
between them, so you don't have to waste 
a lot of time choosing. If you select a two- 
player game, you must take turns—you 
can't have both bad dudes on the screen 
at the same time. The action starts when 



cial weapon that makes your job tougher. For 


city breathes fire but can be defeated by sim¬ 
ply slugging him a few times, jumping to a dif¬ 
ferent level while he breathes fire and repeat- 
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Sky Shark 





Sky Shark is a scrolling 





original, gaming experience. In it, you are in 
control of a single-engine fighter equipped 
with two types of weapons. First of all, you 
have multi-firing machine guns mounted on 
both wings, activated by the "A" button. 
These have unlimited ammunition but are 
only totally effective against other small air¬ 
craft and tanks. You can power-up the guns 

planes, which leaves behind a gun token 


you can fly over to double your fire power. 
The other weapons are your bombs, acti- 


much more effective weapon than the 


machine gun, clearing a fairly large area of 




bombs, but it can acquire more by blasting 
certain targets and flying over the bomb 
token that appears. Bombs should definitely 
be saved because there are some large tar¬ 
gets that can only be taken out with them. 

The scrolling landscape is gorgeous, with 
buildings, beaches, jungles and mountains 
visible below your plane. The enemy vehi- 




sort of gun platform that sails along on the 
water. Virtually all of these shoot at you, and 
most can be destroyed with a single hit from 
your guns. Some, however, need multiple 
hits, and others can only be destroyed by 
several bomb hits. A huge tank as well as a 
large airplane show up from time to time. 
You had better have some bombs left when 
they appear, or be prepared to do some 
fancy flying to avoid the volleys of shots 

Bombs can also be useful when a large 
number of enemies appear all at one time, 
and you need to clear a flight lane. One 
handy trait of the bomb is that it defuses all 
shots that are in the air, so launching a 
bomb can be a last desperate measure if 
you are about to be hit. A single hit destroys 
your plane, costing you one of your four 
lives and any power-ups you may have 
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As you can imagine. Sky Shark gets pro¬ 
gressively harder, and it isn't just that there 
are more enemies that shoot faster. Huge 
battleships and aircraft carriers show up, 
and each gun emplacement on a ship 
requires multiple hits to destroy. It is more 
than a little helpful to have access to pow¬ 
ered-up machine guns or have a good store 
of bombs at this point. Also, the enemy 
begins to take advantage of cover—tanks 
emerge from under rocks and hide in the 
dense foliage of the jungle. Clever, they are. 

Sky Shark is split into levels, and your 
plane lands at an airfield between each one. 
You get a complete restock of bombs when 
you land, which is very helpful. There is, 
unfortunately, no game-save or password 
feature, although you may continue from 
where you lost your last life. In what I con¬ 
sider to be a terrible design decision, you 
must press the START button to continue 
after losing your last life—pressing the "A" 
button (which you do to continue after los¬ 
ing a plane) ends the game\ I don't know 
how many times I have meant to continue 

Wanna know how far you can throw an NES 
cartridge? I can tell you. 

Sky Shark has so many similarities to 
other scrolling shoot-'em-ups, especially 
Capcom's 1943, that if you own one you will 
not find much new or different. But if you 
don't, this cartridge is challenging and 
fun—and just a bit frustrating. 

—David Plotkin 

Taito, 267 West Esplanade, Suite 206, 

North Vancouver, B.C., Canada V7M 1A5; 
(604) 984-3344. 


Rescue 

KEMCO/SEIKA 
tern ($39.95) 


a familiar turn of 
:: Terrorists have 
I seized yet another 
I embassy and are holding 
I hostages. Demands are 
e and deadlines are 
set. Innocent lives hang in the balance as 
leaders decide on a desperate course of 
action. It's up to you to raid the captured 
embassy, knock out resistance, neutralize 
terrorists and free the staff. Kemco/Seika 
has taken this page directly from the 
evening news with their new title. Rescue, a 


Terrorists 
have taken over 
the embassy 


Rescue them? 



challenging game. 

Actually, having 

games on one car¬ 
tridge. In the first segment of the game, you 
must maneuver your three-man sniper 
team into position around the embassy 
compound. Selecting your sniper from an 
overhead map, you must move him 
through the embassy grounds and into his 
predetermined "kill" zone. The action 
begins as you weave your way toward the 
target, constantly avoiding probing search¬ 
lights. Anyone unlucky enough to be 
pinned by the roving beam will be cut down 
by off-screen terrorists. You must constant¬ 
ly be on the move—rolling, ducking behind 
walls and crouching in doorways are the 
only ways to avoid the searchlights and 
keep the target alive. 

Once you have your snipers in position, 
the action shifts to a view through their 
telescopic gunsights. Your next job is to 
sweep the lit windows of the embassy with 
the scope and cut down any terrorists lurk¬ 
ing in the windows with rifle fire. The little 
silhouettes representing the terrorists mov¬ 
ing behind the window shades is a nice 
touch. A shot through a window will reward 
you with a gaping hole and the crash of 
breaking glass. 

The second phase of play begins when a 
four-man squad is dropped to the roof of the 
embassy by helicopter. You then control 
them on their way in. After 
selecting a team member, you 
must rappel him down the side 
of the building and swing him 
into position through one of the 
shot-out windows This is a part 

patience and skill to master. The 
control for activating the rappel 
feature is very sensitive, and on 
the first few tries I had trouble 
mastering it (quite often my character pro¬ 
pelled himself off into space, instead of 
through the window). 

Once inside, you must search the various 
floors of the embassy for your hostages. A 
small map in the lower corner of the screen 
will aid you by showing 
“i ™ m m your position, a floor 
plan and the position of 
the terrorists. As you make your way down 
the hallways, the point of view is over your 
shoulder and down the barrel of your 
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Will they call you 
“Tinkerbeiror “Deadeye”? 



Find out, on the toughest fighter training ground in the world. In F-14 TOMCAT. 
Master the fine points of aerial combat. Move up the ranks in your tours of duty 
aboard the carrier U.S.S. Nimitz- And test your dogfighting skills against the most 
elite pilots in the world. 

F-14 TOMCAT features 80 randomly assigned missions in five theaters, lst-person 
in-the-cockpit realism. And feel-it-in-your-gut aerial maneuvers. It’s the best-selling 
combat flight simulator on the Commodore today. 

Think you’re a “Top Gun”? Then prove it, hot-shot, in F-14 TOMCAT. 




.ostetefehlerpite" 
r Gaming World 


AcIMsioH 

See your local retailer, or call 1-800-227-6900 to order. 










option screen, you can sample all of the 
musical licks and sound effects. Despite the 
misleading "1 Player" notation on the back 
of the box, the game has a two-player mode 
as well (which can be played with only one 



—Joshua Mandel 


Sega of America, 573 Forbes Boulevard, 
South San Francisco, CA 94080; (800) USA- 
SEGA. 


The Magic of 
Scheherazade 

CULTURE BRAIN 

System ($49.99) 



time zones, learn magic, enlist the help of a 

swords, magic wands and various spells. 

The Magic of Scheherazade is a role-play¬ 
ing game, which means basically that you 

out weak and practically defenseless and 
gets stronger as you successfully play the 
game. There are also lots of puzzles in this 
game, but none of them are extremely hard 
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Bustin’ Makes 
You Feel Good! 




Who ya gonna call? The Ghostbusters—again. 

Clear the courtroom of ghouls and get back in business. 
Bust your pals out of the insane asylum. Trap ghosts around 
New York City, then turn the slime to your side and march 
the Statue of Liberty across town to the Museum. If you’ve 
got the slimeblower, wasting the evil Vigo should be easy. 


Get Ready to Believe Them. Launch Miss Liberty on a 

AcIMTiok 


See your local retailer, or call 1-800-227-6900 to order. 





You CariZXd 
Take It With 
You! 



RevengethcGator 

’Gators galore! Eight scrolling screens—sea 
entrances to bonus areas—hungry 'gators 
that unexpectedly swallow your ball and 
move it to a new screen—all in a package 
you can slip into a pocket and take with 
you anywhere. You’d need a pinball 
machine the size of the Everglades to bold 
all this excitement, but Hal America and 
Game Boy make it portable. 


SHAMHAf 


board, each with five increasingly difficult 
stages to unravel. Play the original ver¬ 
sion, usingMahJongg tiles, ortheupdated 
version using the alphabet. We can teach 
you how to play the game, strategies, even 
how to read the Chinese characters—the 
only thing we can’t teach you is how to quit! 


(Nintendo)., 


7873 S.W. Cirrus 1 



HAL AMERICA INC. 

~7%e TUrtcja^ 

■ive, Building 25F • Beaverton, Oregon 97005 • Tel 503/644-4117 • Fax 



1503/641-5119 







HAL America 
Brings You 3 
Hot New Games'. 



, a .!P. FORTRESS Our shoot-em-up 
with a difference! While battling your way 
through enemy defense forces, you must 
pick up the energy and weaponry items 
you’ll need for the coming challenge. Then 
into the body of the Air Fortress itself, 
where you must find your way through the 
mazes to the reactor, then plot your escape 
before the energy supply is depleted. The 
perfect combination of high-energy arcade 
action and brain-teasing problem solving. 


ROLLERBjAL&Q The classic 
pinball game of the ’50s, updated with the 
technology of the '80s—you've never seen 
a pinball game like ROLLERBALL. Two 
game options, the four-screen scrolling 
excitement of Skyscraper and the one-on- 
one competition ofMatchplay, bring a 
brand new challenge for old bands and 
novices alike At last, a video game that 
gives Dad a chance to win! And, 
ROLLERBALL won ’t tilt! 



(Nintendo) 


HAL AMERICA INC. 
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rus Drive, Building 25F • Beaverton, Oregon 97005 • Tel 505/644-4117 • Fax 503/641-5119 
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Is It Live or Is It... 







Cyberspace is a project currently under 
development at Autodesk Inc., one of the 

the country. The project is aimed at creat- 

computers that were previously impossi- 

ware product is AutoCad, the de facto 
standard in CAD (computer-assisted 
design). An architect who designs a build¬ 
ing with AutoCad could then use 
Cyberspace to actually “tour” the building. 
He or she could “walk” through it, seeing 
it as if the building were real! Prospective 
homeowners could take a walk through 
their as-yet-unbuilt house, arranging fur¬ 
niture and fixtures long before any real 
foundations are poured! 

The potential uses for Cyberspace go far 
beyond architectural visualizations and 

tivity and entertainment. The Cyberspace 
team has already programmed the afore- 

with adjustable gravity. Imagine a racing- 
type game played in this manner. You can 

ous windows and see the landscape 
No more just looking straight ahead into 

To enter Cyberspace requires that you 
don a pair of goggles known as “Eye- 

tured by VPL Research of Redwood City, 
California, contain two video displays, 
each showing a distinct image for each 


object is. The headgear supporting the 
goggles contains special equipment that 

and in what direction you are looking, 
which draws appropriate graphics, allow- 
world in the same way you look at the real 

The Cyberspace team 
has already 
programmed a 
racquetball game 
complete with 
adjustable gravity. 


The sensors can also detect other 
previously mentioned racket. When play- 

puter-generated racket doing the same, 
via the goggles. If you roll the racket in 

wise. The racket in virtual reality moves 


exactly like the real racket, allowing you 

ball—even in a crowded office. (Just be 
careful not to get carried away and hit 
anyone!) There’s no real court nor even a 

game are you and the racket. The com¬ 
puter creates all other elements in this vir- 

Whot's Working So Far 
Although full-blown Cyberspace systems 

market for at least a few years, the poten¬ 
tial hinted at by the groundwork set today 

a number of test Cyberspace programs 
working at the time I visited their offices. 

second was a demonstration of how you 

virtual environment and the third was a 
bicycling simulation called “Hicycle.” 

The racquetball game is pretty simple. 
The user simply swings the racket into 
the path of the ball and hopes to connect. 

ed, because while the player se 


any risk of breaking your neck. You put on 
a special sensor-equipped glove, and 

ing hand in space, in front of you. If you 
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AN AMAZON 
WOMAN 
HOME TO 
MEET MOM. 




























GOLDEN AXE. 



The best home video game system just got better. With 
the introduction of Golden Axe. Because not only does Genesis' 
bring you the same blockbuster gameplay found in the arcade, 
we’ve added two more levels you can’t find anywhere else. 

Why? Because Genesis means more than the real Sega' arcade 
classics like Super Hang-On"' Space Harrier H'”and Super Thunder 
Blade.” Or even todays blockbuster hits like Ghouls 'n Ghosts"’ 
The Revenge of Shinobi ” and Truxton. It means hits you can’t 
find in the arcades. 

Sports hits like Tommy Lasorda Baseball ” and Arnold Palmer 
Tournament Golf.” And action games like Last Battle “ and 
Thunder Force II!” This is just the beginning. With the Power Base 
Converter, " you can play all the great Sega Master System ' games. 
And soon you'll be able to play against friends across town or in 
other cities with the TeleGenesis” games and modem. 

Genesis. A new dimension in gameplay. With high definition 
graphics and stereo sound. Of course, it could only come to you 
from the master of arcade entertainment. Sega. 




■MBil 
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Phantasy Star II 

Zoom! " Thunder Force II " Forgotten Tommy Lasorda 

Worlds" Baseball 


SSlffljl® 

jfiy 


World 

Championship 

Soccer 

YOUR WORLD WILL NEVER BE THE SAME. 

























WIZARDRY'S 


The Legacy Continues... 

I WM&ss 

intrepid party must rush headlong into the... 

Heart ol the Maelstrom 
tort of the Maelstrom is 

$ Gaming System, withmors! story ian ^ adventurers or use 
1 See”othefwizardry scenarios. In this new world el 

4 Wizardn '' y0UWilllmd ' N ewMazes 

I -r&A'XttXSa' 

d „ors and much, much nrnre.^ 

Thief and Ninja Mrl^atterscan'oonium monsters to 
unsuspecting monsters. Spettcasters can i 
tight tor your party. 

Over 40 brand new spells, 60 in all. A unique and totally new 

I magic system. 

' i 

■;/ win test your strategic powers as well as your strength. 

New Monster Encounters 

1 converse, buy, sell, trade steal or stand and t.ght m a 

j dungeon filled with real characters. 

For the most exciting experience available 
in fantasy role-playing, enter 

Heart of the Maelstrom! 
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The Power Glove. You plug it in like any Tyson. Grab the steering wheel of Rad Racer* 
joystick. But the similarity stops there. Because All simply by moving your hand, 
now you don’t just guide the action. You’re in The Power Glove also gives you moves 

the action. you’ve never had before—and never will have 

As soon as you put on the Power Glove, its with a joystick. Twist your wrist for an immedi- 

3-D sensors track the position of your - ^ ate head butt in Double Dragon. 

hand in space. You enter the program a eSlSliBSI Bend a finger for “Thrash Mode”— 
code. Calibrate the glove. Center it. K your character turns and shoots in all 

And feel the mechanical moves of a ■ A possible directions, 

joystick give way to free-flowing, Bend another for “One-Shot 

instant response. % Turnaround”: you automatically 

You actually,knock out Mike I change direction and fire faster than 






IS CHILD’S PLAY. 


you ever could with a joystick. With new moves in two dimensions: up, down; left, right. Starting 
at your disposal, the Power Glove makes your in the summer of 1990, software designed for 
joystick games, especially vertical scroll games, the Power Glove adds the third dimension- 
new. Different. More exciting. depth—so that you’re playing in a “virtual real- 

And that’s only the beginning. Because ity.” It’s the future of video games. Years ahead 
with games specifically designed for the Power of schedule. 

Glove, you’ll be blown into another dimension: So put on the Power Glove and put on the 

the third dimension. power of the future. 

In the ’80’s, all video game play occurred And feel everything else become child’s play. 
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Life in War Times: 


, or so the saying goes. It's 
i to be in the trenches with 
shrapnel flying around you, 


trapped behind lashed bamboo 
"guest" of the enemy forces. 











Masters of the Game 


Blistering action, multiple skill levels, super graphics, a b 
screen and the most realistic sound effects ever ms 
5 W Acclaim’s SuperPlay’- hand-helds the games I 
beat. With high-tech features like an 
"«r arcade-style continue mode, 

and roll-over scoring, 
the better you 


greater the 
challenge! 

So if you’re 
tired of just twid¬ 
dling your thumbs 
and crave real power 
in the palm of your 
hand, fire-up 
an Acclaim 
SuperPlay 
hand-held £ 

Feel the Heat! f 


I READER SERVICE ( 










Nihe larger than Outrageous martial 

'life missions! arts moves like the 

s “Cyclone Spin Kick” 
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THE ARCADE SMASH 
IS NOW PLAYING ON NES" 


Masters of the Game’ 








LEVEL 



the right wall, only < 


the right. Keep moving and as 
the fence, head back upward i 


LEVEL 2 


■ight by if you don’t 
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by Andy Eddy and 
Patrick J. Kelley 


Las Vegas, a land of lights, 

GLITZ AND GLAMOUR. It’S A 
PLACE where people go to 

EXPERIENCE THE HIGH LIFE AND 
TAKE SOME CHANCES WITH THEIR 
MONEY — CHANCES THAT MAY 
RESULT IN A BIG PAYOFF. 

Several months ago, in mid- 
September, ANOTHER GROUP OF 
PEOPLE TRAVELED TO VEGAS TO 
TAKE SOME CHANCES WITH THEIR 

money. The Amusement and 
Music Operators Association 

(AMOA) HELD THEIR ANNUAL 

























show, a demonstration of what's 
new and exciting in coin-operated 
fare, and rolled the dice hoping 
that the coming year would bring 

Since the early '80s, the arcade 
industry has been struggling 
under the weight of the growing 
home video-game market. While 
the coin-operated games generally 
set the precedent for what will 
appear in cartridge form after¬ 
ward, the interest in carting your¬ 
self down to the neighborhood 
arcade for a few games has 
waned. This is particularly the 
case given the threat that the new 
game consoles, which challenge 
the abilities of the far 
more expensive arcade 

Valerie Cognevich, 
editor of Play Meter 
magazine, a trade publi¬ 
cation that covers the 
coin-op industry, 
observed that the 
arcade operators aren't 
as concerned about this 
as they have been in 
the past. "Surprisingly, 
there was no talk at the AMOA 
show. . .it wasn't a big complaint 
[for the operators]." 

Cognevich emphasized the 


group aspect of video gaming, 
likening the situation to going to a 
bar to hang out with people, rather 
than sitting at home and having a 
couple of drinks. "People are still 
going to come to arcades to play. 
It's one thing to play a game at 
home, but it's another to go out 
with your friends to play — and if 
it's a game that you've played 
before, you can show off too. In 
the past, there was such a big gap 
between what you could get at 
home and in the arcade, but play¬ 


ers got tired. There's always 
something more you can play in 
an arcade. It may have been ten 
steps ahead [of the home con¬ 


6 Jr 



soles] before, and it's only one 
step ahead now, but there's a lure 
to going out and playing.” 

Threat or no threat, the arcade 
manufacturers came to Vegas in 
force, showing some products 
that should gulp down their share 
of quarters. Familiar names, such 
as Atari, Data East and Konami, 
displayed their latest coin-suck¬ 
ers and stood by with much 
anticipation that they would be 
hits. To have success, though, an 
arcade game in the '90s has to go 
well beyond the antiquated 
graphics and sound that made 
Space Invaders, Pong and 
Asteroids popular. 

While familiar trends are still 
being utilized — as seen in driving 



Drivin', flying games such as 
Namco's Metal Hawk and fantasy 
contests like Irem's Xmultiply — 
appearances are far more stun¬ 
ning than the early generation of 
coin-ops, thanks to advances in 
technology. 

So, without further ado, let's 
transport ourselves back to Vegas, 
where we'll walk through row after 
row of fun and games. And it 

Romstar 

Aqua Jack — A futuristic hover¬ 
craft shoot-'em-up, where you 
skim over various terrains, blast¬ 
ing away at enemy vehicles in the 
heat of battle. 

Rambo III — Yo, Adrian! 
America's favorite hirsute hero is 
back to his military tricks in anoth- 
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Marvel" Comics Come To Life! 

You control Marvel Super Heroes in battle against Marvel Super Villains. 
And they have all the special talents Marvel gave them. 

X-Viiu 


York City. 

Spider-Man and Captain America Need Your Help to Stop Him 
More than 30 challenging arcade action battle screens 


-■r : -rs 

DR.DOOM S REVENGE! 


against Arcade and Magneto 
in Murderworld, the Amusement Park of Terror. 

Over 500 screens of strategy , mind-bending puzzles and exciting arcade action! 
rcade and Magneto’s henchmen include Wendigo • Juggernaut • Nimrod • Toad • Mystique • Silver Samurai • Wh 
Pyro • The Blob • Avalanche • Robot Sentinels. 




































Belam 


outer-space combat in a panoram¬ 
ic blaze of color. 

Championship Bowling — A 
fast-paced, track-ball-controlled 
jaunt Into this ageless sport of 


U.S.A. Games 

Hellfire — This con¬ 
version kit, a business 
choice that is gaining 
popularity with arcade 
owners hoping to save a 
buck, provides thrilling 
rapid-fire space con¬ 
frontations with threat¬ 
ening alien craft. 


Winning Run — This Namco 
driving contest, in splendid poly¬ 
gon-fill graphics, has you taking to 
the fast track. Fasten your seat 
belts as you take the wheel — a 
steering wheel that has realistic 
jolts and shimmies, thanks to a 
feedback system that reflects what 
your on-screen vehicle endures. 

Metal Hawk — In one of the 
show's best original treatments, 
you have to pilot your tur¬ 
bocharged attack helicopter to vic¬ 
tory. As you motor through the 
skies, you take diving runs to 
destroy the enemy installations, 
fuel depots and other strategic tar¬ 
gets while receiving prompts on 
your mission from a digitized 
voice-command center. 

American Technos 

WWF Superstar — Wrestling 
has been a popular theme for 
arcade and home video games. 
This version, featuring Hulk Hogan 
and Honky Tonk Man, among oth¬ 
ers, is an action-filled slugfest in 
the famed, squared circle. 

Blockout — This game takes a 
new look, literally, at one of the 
most recent success stories. 
Where Tetris had you looking at a 
bin of geometric shapes from the 
side, this one gives you a bird's- 


Mega-Tech System — 
In a mixture of the 
arcade and home video- 
game elements, this New 
York-based manufacturer 
utilizes the Sega Mega- 
Drive/Genesis cartridge 
console as its engine. 
The player can select 
from eight different 
games that the arcade 
operator can change 
quickly due to their cartridge con¬ 
figuration. 


eye view of the strategic contest 
from straight over the top of the 
playfield. 

American Sammy 

Lucky Joker — This innovative 
contest picks up on the thriving 
lottery concept, giving you the 
chance to do some simulated tick¬ 
et scratching with the hopes of 
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Inverse Tactical View shows 
your target up close with your 
F-19 approaching in the dis¬ 
tance. And TrakCam locks 
onto and magnifies targets. All 
with the hottest Super 3-D 
Graphics you've ever seen! 

You'll have detailed maps 
and a keyboard overlay, so 
you'll spend less time finding 


lim Quigley 
will fly ovei 
the Persian Gulf, 


become invisible, 
blow away 
two enemy MiGs 
and win the 
Medal of Honor. 

lust for fun. 


ing the game. And the F-19 
manual psyches you for com¬ 
bat with incredible detail on 
training and equipment, 
stealth tactics, strategy, and 
real world situations. 

F-19 Stealth Fighter is one 
more reason why we're the 
first, last and best name in 
combat simulations. So climb 
into F-19, strike deep into 
enemy territory, and disappear 
without a trace. 

just tor fun. 


GREAT GIFT! Give F-19 STEALTH FIGHTER for a holiday blast! 








United Amusements/TurboGrafx-16 
game system.) 

Mr. Game 

Motor Show — This pinball 
game from an Italian manufactur¬ 
er is a sleek-looking table with 
oversized buttons and a lot of 
activity revolving around a car¬ 
racing theme. 



Konami 

Crime Fighter — Konami is 
known for lots of action in their 
games, and this one is no differ¬ 
ent. While it looks a lot like Double 
Dragon, offering loads of hand-to- 
hand combat, this big-city battle 
will keep one to four players busy 
fighting off the thugs that con¬ 
stantly attack. Crime Fighter was 
one of the show's most popular 
video games. 


United Amusements 


important, let the player see games 
before they hit the shelves for home 
purchase. United Amusements has 
already signed a big deal to get their 
machines in theaters around the 
country. (See next month's issue of 


U.S. Games 

Midnight Rescue — In a twist on 
the old-time mechanical games, 
this electromechanical contest fea¬ 
tures high-speed helicopter flying. 
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rolling terrain that you can 
climb and hide behind, like a 
real tank commander would! 

You'll command sixteen 
men, and promote them as 
their skills improve. Plus, you 
can take over as commander, 
gunner or driver in any tank! 

You can practice at a firing 
range on stationary or moving 
targets. Then take on a few 
unskilled foes, and as you 


All with the dazzling Super 
3-D Graphics, quick thinking 
and non-stop action that made 
us the first, last and best name 
in combat simulations. 

Get into Ml TANK PLATOON 
and get fired up for real tank 
combat! 

Just tor tun. 


w ■' 

Tiie minute John sat down to 
play Ml TANK PLATOON, he 


Last night 
lohn Roland 
led sixteen men 
into battle, 
survived an 
artillery barrage, 
toasted eight 
Soviet tanks 
and saved Europe. 

lust for fun. 


artillery support when you 
need it. Break through enemy 
lines, or fight to hold your hill. 
Troops and battlefields always 
change, so you'll never fight 
the same battle twice! 

Your tanks carry high-tech 
weapons and authentic instru¬ 
mentation. Zoom in on the 
16,000 acre battle map to get 
the details, or zoom out to see 
everything at once! 

Only Ml TANK PLATOON 
has a manual that tells you 
everything you need to know 
about real tank combat and 
tactics. 


Watch for “The Major’s Mission” Contest coming to your favorite retailer November I! 











rcade garni 
the James Bond mold, this thi 

royal 1 over a variety of locations 
including underwater and free- 
falling from the sky. 

Midnight Resistance — Rambo 


Atari 


Nintendo 


Data East 
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Taito 
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Jaleco 


Williams 


moving police car inside the game 
that releases locked balls. 

Bally/Midway 

Zero Wing — Similar in style to 











Hey! getwi* 


Thrash, Bash, anil Smash the Competition. 

Team USA is on its way in the Super Dodge Ball World Cup Champ 
wr?d l champioIw, < Team USSR 0 ' 1 * W ' th ' he undefeated ' defendln 9 

Have you slammed into Super Dodge Ball yet? 









warrior in this 
Legendary Axe-like 
game. Try your skill 
against horrible 
demons and beast- 

your way through 
colorful back¬ 
grounds. 

Gametek 

Wheel of Fortune 
— If you've always 

chance to spin for 
simulated cash and 
prizes. So real, you'll 


SNK 


wonder where Vanna is. 

Jeopardy — Test your trivia 
skills against the computer in 
this faithful reproduction of 
the famous TV show. Look out 
for the daily double! 

Capcom 

Willow — In this game 
based upon the fantasy epic, 



































the REPTILONS HAVE enslaved 
THE HUMANS STATIONED THERE 































CHRIS 

CrawforD 


The 

Designer's Designer 
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CIRCLE #147 ON READER SERVICE CARD. 
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Catch in... 
If You CAN! 


ABC's Monday Night Football 
Like You've Never Seen 
Before! 


. Unexpected 
, awesome 


blitzes andi 


AVAILABLE NOW FOR TIJEIBM-PC/COMPATIBLES 
AND COMMODORE 64. 











TUBE 


RODNDBALL 
SOFTWARE! 


by Bill Kunkfel and Arni 


The 

Latest in 
Computerized 
Basketball 


Iff " 


utting one’s ear to the 
ground is an old 
American Indian tech¬ 
nique for predicting 
the future. An ear 
pressed tightly against 
the hard earth will 
pick up vibrations 
from miles away, and 
a skilled listener could profile an 
approaching war party right down 
to their arrowheads. 

When a game writer puts his 
ear to the ground these days in 


hopes of predicting future 
trends, one sound drowns 
out everything else: the 
relentless thump, thump, 
thump of a basketball drib¬ 
bling on a hardwood floor. It 
seems that almost every 
major software publisher 
simultaneously decided the 
time was ripe for an ambitious basket¬ 
ball simulation: Electronic Arts, 
Cinemaware, SportTime/Broderbund and 
Mastertronic have already released 
roundball re-creations, with Season 
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On the IBM, 

Mastertronic broke upcourt 
first with Magic Johnson's 
Basketball , a home version c 
the coin-op hit, Magic Johnson's Fast esting features in addition to the color- 
Break Basketball. The original design ful visuals. Users are offered three dif¬ 
ficulty levels and four play modes: one- 
or two-player action, computer vs. com¬ 
puter and training. The training option 
I allows the user to work on individual 
I aspects of his or her game, including 
I shot blocking, passing, shooting and 
I stealing. There are offensive (charging) 
I and defensive (hacking) fouls and a 24- 
I second shot clock. If the user can beat 
I the computer team in the solitaire 
I mode, a bonus phase, dubbed “The 
I Magic Show,” is initiated. 

“The Magic Show” is a half-court 
contest in which the user goes one-on- 
one with Earvin J. himself in the ulti¬ 
mate test of arcade b-ball skill. 

Magic Johnson's Basketball is avail¬ 
able on the C-64, IBM PC and in two 
Amiga formats. Systems with 512K or 
will run one version, while more 
I powerful one-meg Amigas can actually 
I play what Mastertronic calls its “Mega- 
1 Game”—that is, the exact same game 
I that appeared in arcades. 

NES hoopsters will also have their 
shot at the Magic man in Tradewest’s 
version of the same game. Magic 
I Johnson's Fast Break gives your con¬ 
troller a good workout, testing your 
! shooting and passing abilities against 
either the NES or another player. 
Should your confidence falter, Magic 
by Sculptured Software has been re- will show up with some helpful words 
created by Synergistic Software, com- of advice to boost your morale, 
plete with a horizontally-scrolling, 

angled side view and an arcade-style All-Star Cartridge Far 
control system. Magic Johnson's Vic Tokai, better 
Basketball isn’t intended to be a known for its highly 



popular Golgo 13, Top Secret Episode 
spy game, is the most recent entry 
into the world of basketball simula¬ 
tions with its All Pro Basketball car¬ 
tridge for the NES. Though the teams 
are fictional, All Pro Basketball lets you 
coach your video team much as you 
would any other. For example, you 
can plan a lineup with your tallest 
shooters and replace tiring players 
during a game with fresh bench riders. 
There is even a halftime show by the 
local cheerleaders. 

Though it’s been out awhile longer, 
Jaleco’s Hoops (reviewed in 
VIDEOGAMES & COMPUTER ENTERTAIN¬ 
MENT, August 1989) is still stealing the 
limelight. Bypassing the full-court for¬ 
mat for the scrappier, playground-type 
half- court contest, Hoops still has 
many of the same elements that thrill 
sports fans. In particular, there is a ros¬ 
ter of talented players with different 
strengths, making each game experi- 


OmniPlaying 

On the Amiga, SportTime’s 
OmniPlay Basketball got the advantage 
of the fast break in this latest wave of 
b-ball-mania. Part of the OmniPlay 
series, OmniPlay Basketball uses the 
same cellular format to provide 
detailed coverage of every aspect of 
the sport. 

SportTime’s Ed Ringler is the man 
behind the revolution¬ 
ary OMNI 
(Options 









Electronic Arts' Jordan vs. Bird One-on- 


Manager aNd Installer) s 
breaks down a simulation i 
of modules, some of which are includ¬ 
ed with the basic game package, while 
others can be purchased on an optional 
basis. OmniPIay Basketball includes the 
Master Control program, which allows 
the user to access all modules includ¬ 
ing the SBA League module for league 
play and the End-View game module, 
which provides the game’s visual pre¬ 
sentation. Additional modules include 
Pro, College and Fantasy leagues, the 
Side-View game and a Print Utility. 
The Fantasy League program allows 
users to play general manager and cre¬ 
ate their own dream teams, while the 
Side-View module permits users to 
observe the action from a side perspec¬ 
tive. The Print Utility produces hard 
copy on all stats and records. 

The basic structure of the SBA 
(SportTime Basketball Association) 


module will be familiar to fans of the 
SportTime games: It uses the now- 
classic league format with team histo¬ 
ries, injuries, trading points and play¬ 
offs. Players mature, enjoy their peak 
and then begin their inexorable 
decline. GMs must work hard to keep 
their teams at peak efficiency, making 
trades, recruiting new stars and send¬ 
ing recalcitrants to training camp. 

Similarly, the game system employs 
all the most successful elements from 
past SportTime team-game simula¬ 
tions, with the user acting as player, 
coach or both through a combination 
of on-screen player control via joystick 
and a coach’s strategy screen. 
Offensive coaching options include: 
hit the boards, protect fast break (play¬ 
ers stay back after the shot 
to prevent the other team 
from immediately breaking 
out), work inside, normal 
and work outside. In games 
where the user is acting 



exclusively as a coach, additional 
strategic options include: working the 
clock (when the user’s team is way 
ahead), quick shot (when the user’s 
team is far behind) and mix (a style 
combining both run-and-gun and 
deliberate offense to keep the opposi¬ 
tion off-balance). Defensive options 
are: hit the boards, foul, set up fast 
break, expect inside, expect outside, 
attempt steal, normal, man-to-man, 
double team and mix. Coaches can 
make substitutions after viewing the 
stats of any team member. There is 
also a full substitution capability. 

One of OmniPIay Basketball's, most 
innovating features is the play 
mechanic used in the End-View 
game. Instead of the traditional sys¬ 
tem, in which the user directly con¬ 
trols the player with the ball while all 
other players are guided by the com¬ 
puter (a play system that is available 
in the forthcoming Side-View mod¬ 
ule), the End-View game uses a sys¬ 
tem called “Flow Control” to direct 
on-court activity. In this new system, 
rather than controlling a single player, 
the user guides the flow of the game 
by issuing periodic “instructions,” via 
the joystick, to the entire team. 
These instructions cover everything 
from passing and shooting, on 
offense, to double-teaming and shot¬ 
blocking on “D.” 

OmniPIay features fouls, free 
throws, overtime, a shot clock and 
numerous other features that enhance 
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BREAK THE PC SOUND BARRIER! 


p „ J 

Since its introduction the PC has been limited to beeps, buzzes and clicks. yco^4- ™ is a patent 

pending technological breakthrough that allows your PC to playback hardware quality digitized sounds 
such as speech, music and sound effects without adding any hardware. Now the award winning programs 
j <-i— i — j— n— j» — j >i-ailable with EGA graphics and 


“World Class Leader Board” and “Echelon” - 


WORLD CLASS 
LEADER BOARD 


Pick up your goir ciuds ana neaa out to tne links wnn w ona 
Class Leader Board’.’ You’ll need all the concentration and skill 
you can muster to bring the ball from tee to green. 

You can choose between four top courses: 

■ St. Andrews in Scotland, “The Most Revered Course in Golf’ 

■ Doral Country Club in Florida, “The Blue Monster” 

■ Cypress Creek in Texas, “The Largest and the Finest” 

■ Gauntlet—Designed specifically for “World Class” 

With Real ™ you’ll hear the background sounds of 

birds and crickets, the sound of your club as you swing and hit the 
ball, hear the excitement of the gallery as you hit a 30 foot chip 
shot or their disappointment when you blow a short putt. It’s a 
dimension you’ve never experienced before on your PC. 


Get ready to explore a fascinating new world with “Echelon’,’ the 
space flight simulator. You’re assigned to patrol zone 106 above 
the planet Isis. Your mission is to battle enemy spacecraft and 
search for clues and artifacts that may reveal the location of their 
stronghold. With R&d ™ you’ll feel the power of the 

™ takes you to a new world where no PC has 

^ACCESS 

—— SOFTWARE INCORPORATED 


ECHELON 







the simulation’s verisimilitude. At the 
end of each game, full game stats 
appear and can be printed out via the 
Print Utility module. 

In addition to the nuts and bolts, 
OmniPlay Basketball offers plenty of 
frills, including “The Nick and Bob 
Shows,” in which a pair of TV sports 



reporters recap and comment on the 
ongoing action. Initially available on 
the Amiga, with all modules promised 
by the middle of 1990, OmniPlay 
Basketball is also available on the C-64 
and IBM, though the support modules 
for the IBM version are not immedi¬ 
ately scheduled. The entire line will 
be supported by the Video League News , 
OmniPlay 1 s official newsletter. 


The game’s most immediately 
appealing feature, however, is its 
amazing graphics. Players like Kareem, 
Michael Jordan and Larry Bird are all 
instantly recognizable as they move up 
and down court in this side-view simu¬ 
lation. Players are coded according to 
everything from race to jersey num¬ 
bers and size (the taller 
players are actually dis- 
cernable on-screen), cre¬ 
ating a marvelous sense 
of realism. Even more 
amazing, the game will 
be initially released for 
IBM and compatibles, but even the 
Tandy graphics are astonishing. 

Lakers vs. Celtics also boasts some 
impressive artificial intelligence in 
its programming that will help on¬ 
screen players act and react in a man¬ 
ner consistent with their prototypes. 
Even team personalities will be 
observable, since tactic tendencies 
like the fast break have been pro¬ 
grammed into the action. 


NBA Meets EA 

Electronic Arts’ Lakers vs. Celtics 
has several unique and appealing fea¬ 
tures that should serve it well in the 
software play-offs. First off, of all the 
new b-ball simulations, only Lakers 
vs. Celtics has a full NBA license 
(Magic Johnson’s Basketball licensed 
only Magic). All the teams and stars 
are here, with the original game 
package including all eight of last 
year’s playoff teams, in addition to 
East-West All-Star teams. 

As with OmniPlay , Lakers vs. Celtics 
is an action-strategy game with a 
heavy strategic component and an 
emphasis on hot visuals. Each player 
comes with complete statistics and 
skill ratings that include his ball han¬ 
dling and shooting abilities, as well as 
speed and height. 


The Cinematic Touch 

The bells and whistles are ringing 
and blowing at maximum volume 
when Cinemaware releases a new 
game, and TV Sports: Basketball should 
be no exception. This second entry in 
the TV Sports series (following TV 
Sports: Football) once again combines 
statistical and strategic realism with 
state-of-the-art graphics to create an 
amazingly vivid roundball simulation 
with all the trappings of a network TV 
broadcast. 

TV Sports: Basketball is a five-on- 
five action-strategy simulation in 
which players are rated in a variety 
of categories including height, 
speed, jumping ability and ball¬ 
handling skills. The user can create 
his or her own team by allocating a 
fixed amount of skill points over 
the entire team—the starting five 


and a twelve-player bench. 

The user has direct joystick control 
over the player with the ball and can 
dribble, pass and shoot. The success of 
any given shot is determined by a 
number of factors relative to the skill 
of both the user and the on-screen 
players, among them the height and 
skill of the shooter and any 
defender(s), as well as the point in the 
player’s jump when the user chooses 
to release the ball. On defense, players 
can block, steal or even force the ball 
carrier to pick up his dribble or slide 
his body between the defender and 
the ball. 

TV Sports: Basketball was designed 
in such a way that even the hottest 
joystick wizards won’t be able to pave 
their way to success on the basis of 

In today’s electronic 
basketball, game strategy 
and player matchups are 
important. 

hand-eye coordination alone. While 
arcade skill will definitely enhance 
one’s performance, an understanding 
of game strategy and how to achieve 
desirable matchups can be even more 
important. 

The game’s visual presentation 
harkens back to TV Sports: Football , 
with an elevated end-view perspective 
and a briefly appearing side-perspec¬ 
tive transition screen. The program 
also includes the numerous media- 
type touches standard to this series, 
including sportscasters, interviews and 
sexy cheerleaders. 

There are also several visual-play 
cues and status indicators. During 
sideline strategy sessions, for example, 
a player’s posture (standing, leaning or 
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Hot News for Hot Shots! 

Get the inside track on SunSoft games in the 
FREE Sunsoft Game Time News. 


The CAPED CRUSADER is back, a: 
you’ve never seen him before! 

If the stark reality and explosive-actionjffie . 
movie BATMAN left you screamingjjptore, 
this is the moment you've beenjaBg 
for! It's a trek from the streets^r 
GOTHAM CITY™ to the djpWepths 
of the city underworldjplgrit to life 
with graphic magic jSrBATMAN 
today at your favope dealer now. 


THE 

TITLEHOLDER! 


Mail to: Sunsoft, P.O. Box 2390, Libertyville, IL. 60198 










kneeling) indicates his physical condi¬ 
tion. Players also give subtle cues just 
before breaking for the basket and will 
physically turn away from a defender 
when under pressure. 

Users can opt for the full 82-game 
season or try a shorter schedule, and 
the program prints out hard copy on all 
stats. At press time, Cinemaware was 
also looking to include several extra 
features, including a four-player mode 
on the Amiga using a new peripheral 
that doubles existing input slots and a 


system for selecting all-star 
teams based on performance 
within the simulation. 

TV Sports: Basketball will 
initially appear on the 
Amiga, with an IBM PC 
version to be released 
approximately 60 to 90 days later and 
an Atari ST version soon thereafter. 

More to Come! 

In addition to these basketball con¬ 
tests, new programs are turning up or 



being announced on a regu¬ 
lar basis. Accolade has 
released a Macintosh version 
of Fast Break , and Scott Orr’s 
Season Ticket line will soon 
be debuting a roundball 
entry of its own. 

Team roundball has finally arrived 
on computer. After years of one-on- 
one action, basketball, with all its 
strategic nuances and visual flash, has 
finally established itself as a major 
sports simulation category. 
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Puzzling It Out 

Games for Thinkers 


by Joyce Worley 

































*7&at ewe out 
























Take Tetris, just about everyone's 
choice for Game of the Year in 1988. 
The Russian-designed strategy contest 
is a crude production in many 
respects, compared to top-line 
American entertainment software. It 



anyone else) say is only an educated 
guess. On the other hand, it is largely 
the educated guesses of software 
company officials that determine which 

This column will not try to convince 
you to like games for certain reasons 
that I think are important. Rather, I want 
to offer a little insight into the way 
games are selected for publication and. 
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later, evaluated by magazine 

Wheat or Chaff? 

Software companies don't use 
exactly the same measurements as 
reviewers. That’s reasonable, since a 
manufacturer has to consider the 
economic consequences, while a critic 
limits the evaluation to the actual 
program. (A few critics limit their 

read their work in this magazine.) 

Since I'm a critic, it's much easier to 
speak authoritatively about the 


Graphics— Rivetting graphics 
and cartoon-quality animation are the 
main factors responsible for the 
rebirth of video games in 1987. 
Nothing grabs and holds attention like 
stunning visuals. 

Anyone's artwork can blow the 

Graphics that are woven into the 
central fabric of the game, not just 
add-on flourishes, are the key to long¬ 
term gaming pleasure. The critic 
judges the graphics within the context 
of the overall program, not in isolation. 

Captain Stood earned deserved 


developer has a total grasp of 




Without the right 
game play, the most 
beautiful graphics, 
sound and 


have much impact on players, 
why so much British software fails to 


animation add up to 
a fancy demo. 


important in the U.K. market, so 
designers don't spend much time 
working on a believable and original 
story to explain the action. It's 
common practice to finish the game, 
graft a rudimentary plot onto the 


completed product at the last minute 



another branch of the mass media for 
their important releases, and sales of 
license-based games are good enough 
to justify this interest. 

The two questions to ask when 
scoping a licensed game: Is the 
property interesting? Is the game a 
reasonable reflection of the license it 
represents? If no one cares about the 
license, they won't be excited by a 
game on the same subject. And if the 
game doesn't properly mirror its 
license, it is bound to disappoint 
those who bought it primarily 
because of the tie-in. 


players, because things like the 



greater effectiveness. As a result, it 
than its flashier line mate. 


Audio— Critics used to lump this 



this approach doesn't exploit the 
potential of music the way a game like 
Rocket Ranger does. 

Playability— The best game in 
the world isn't worth the disk on which 



Game Play— I've saved this for 
last because it is the single most 



on the appeal of their play action. 
The victory conditions and the 


method by which the player achieves 
them constitute the play action. A 

winning or it will fail. If the things the 
player has to do to fulfill the victory 
conditions are boring, overly 


between the user and the program 
the right game play, the most 


These are the big guns in the critic's 

make a big difference in overall 


quality. These include options, utility 



are only guides through the software 
jungle. We spot the most promising 
new titles, but it is the verdict of the 
joystick jury—the video and computer 
gamers—that determines every 
game's true rating. ^ 
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Going Beyond the 
Black Hole 


Beyond the Black Hole is a Breakout- 
style arcade game with a strategic sort of 
twist: Players must navigate an orb 
through 34 different puzzles locked within 
an ominous black hole by hitting a ball. 
Pong-style, with a pair of vertically con¬ 
trollable paddles. The difference here is 
that instead of the normal Breakout plot, 
most levels require the player to hit cer¬ 
tain objects in a precise order before 
moving on. 


The trick to Black Hole is learning to 
control the orb well enough to place it 
precisely where it is needed. Keep in 
mind that the orb will rebound at only 
five different angles. Hitting the paddle 

straight across the screen horizontally. If 
the orb hits slightly above or below the 
center, it will veer up or down at an angle 
of approximately 20 degrees. Finally, hit¬ 
ting the orb with the edge of the paddle 
will result in a 45-degree rebound. By 
mastering these angles, one can quickly 
place the ball just about anywhere. 

Another obstacle to overcome is mas¬ 
tering the orb's diving techniques. In 
order to hit an object, aim the orb toward 
it and hit the button when the ship is 
about half an inch from a collision. This 
lead time is necessary due to the period it 

Remember that a dive may only be initi¬ 
ated in the middle third of the screen. If a 




totally gnarly 
California Games 


dive is attempted too close to the edges, 
it will fail; so be ready by having the pad¬ 
dles waiting there should this tragedy 
take place. 

The refueling option should only be 
executed when the orb is in critical condi¬ 
tion, because using it shrinks the paddle 
size. Once the refueling station appears, 
use the strategy discussed earlier to 
quickly maneuver the orb through the 
open portals. 


Since figuring out the puzzles is the 
best part of the game, it's best not to give 

early on can't hurt. Level 2 is called eight 
ball and is similar to the billiards game: 
The eight ball must be hit last, Level 4 
features six ducks placed randomly on 
the screen. These guys have a thing 

the idea. Finally, on Level 6, the player is 
confronted by two horizontal rows of four 
closed eyes, with one extra eye in the 
middle. Hitting the middle one before all 
the others are removed will result in one 




Getting Down With 
California Games 

EPYX 


California Games allows up to eight 
players to compete in six gnarly events in 
an effort to be crowned the "baddest" 
around. Gamers must surf, bike, skate. 
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toss and kick their way through six 
events in an attempt to claim this presti- 




"tube," as much as possible. Low scores 
are earned by staying toward the bottom, 
no matter what stunts are performed. The 
judges are big fans of turns—high points 
are obtained by turning up toward the 
top of the wave and then turning back 
just as the tip of the board hits the crest. 
This is called "catching air." Be careful 



Skating is a game of steady rhythm. 
Start by building a steady pace of up- 
and-down movement to get the skater to 

will cause the skater to wander in that 
direction. Compensate by holding the 
stick in the other direction a bit longer 
on the next stroke. While skating in this 
manner, simply press the button right 
before the skater reaches an obstacle to 

an even rhythm can be tricky for the 

Once the player is secure in skating, he 
or she can rack up the big points by 
doing 360s. The best way to accomplish 
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that's not hard enough, he or she must 
then do the desired stunt immediately 
after the button is pressed. Even a one- 

stunt requires the player to press the 
stick up and release it before the biker 
touches down, or he will wipe out. 

The rest of the track is pretty 
straightforward. Players get points for 
jumping over or avoiding obstacles. 
Extra points can be earned by making 

thing, never just coasting along. If the 
biker is on a small stretch of track with 
no obstacles, do a wheelie or simply 
jump the bike up and down. These 
simple tasks can earn the biker up to 
400 points each! 

The flying disk is probably the easiest 
event to master. The trick is to throw the 


Do a wheelie 
or jump the 
bike! 


disk at the right time. Try to release the 

(not green as the instructions suggest). 
This makes the disk descend to the left 
of the catcher, which is perfect because 
catches made from the right of the disk 
are worth more. The catcher's job is 
made easier by reducing the need to 

again to get under the disk from the 
right side. Once the disk begins 
descending, remember that it falls at a 
steady rate; so by watching its line of 

judge pretty well where it will come 
point, and once the disk reaches elbow 

After a couple of runs, it's like totally 
possible, dude! 


—F.T. 
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Heavy Barrel 


Arcade-style shoot- 
em-up action combines 
with some of the violent 
1 flavor of Japanese ani- 
I mated adventure as a 
gutsy commando (or two, since a pair 
can play this game) infiltrates a terror¬ 
ist-occupied subterranean missile com¬ 
plex. It's tough enough just getting 
through the outer defenses to the first 
door, which is several feet thick and 
steel-reinforced, let alone past it. Then 
there are six more defense perimeters, 
each with a variety of obstacles that 
are hazardous to our hero's continued 
existence. All must be broached in 
order to destroy the leader before the 
terrorists launch the nuclear missiles. 

Arcade fans should be thoroughly 
familiar with the action in Heavy 
Barrel, since the coin-op version of 
the game made it to the top-five list¬ 
ing for several months. For new 
players, there's a demo mode that 
takes a pair of heroes as far as a 
bridge outside the fortress walls, 
battling all the way. After that, com¬ 
mandos, you're on your own! 

There is more to Heavy Barrel 
than shooting action. The game 
incorporates strategic elements, 
plus a puzzle that must be solved 
before the goal can be reached. A 
variety of weapons are available, 
usually left behind by deceased ter¬ 
rorists, but the one weapon that 
offers any chance of success, the 
heavy barrel itself, is hidden in 
pieces within the fortress. 





The puzzle lies in locating all the 
pieces. They're stored in lockers, and 
the commando must collect keys to 
open the lockers, then find a place to 
store and assemble the superweapon. 
Its overwhelming power may be used 
for a maximum of 99 seconds for fur¬ 
ther demolition of terrorists and pene¬ 
tration into the depths of the fortress. 
But cheer up, once that heavy barrel is 
depleted, another can be collected and 
assembled. 

In addition to the big gun that gave 
the game its name there are also auto¬ 
matic weapons such as the gruesome 
grinder and doomsday grenades. If 
those aren't enough to keep the gamer 
alert, there are some exceptionally 
annoying vermin—poisonous insects 
whose bites bring instant death. 

Some sense of the origin of this 
game is shown in the way the partici¬ 
pants handle themselves. The terror¬ 
ists, for example, have a Far Eastern 
style of sitting down on the ground 
when not moving. Our hero's death is 
symbolized by his raising his arms in 
surrender. Unlike some games, how¬ 
ever, he gets to start off his next life 
from the same point, though under 
essentially the same fire. 

Single players can use either joy¬ 
stick or keyboard control. When two 
gamers compete, they must decide 
who gets the stick and who will use 
the keyboard option. 

The graphics show the gallant 
hero moving through the complex in 
angled, overhead perspective. Build¬ 
ings, foliage and other details are 
well drawn. Sometimes these pro¬ 
vide a little cover to shield the war¬ 
rior. The terrorists face off against our 
main man in fire fights that require 
quick reflexes and good aim if the 
hero is to survive. 
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Surrounding the centered play area, 
which occupies about half the screen, 
is a tangle of pipes and conduits that 
forms the backdrop for score counters 
and lives indicators, plus the tallies for 
keys, ammunition and collected pieces 
of the big gun. When the weapon is 
assembled, an on-screen timer tracks 
the remaining time available. 

Heavy Barrel brings little that is new 
or innovative to the home screen. It fol¬ 
lows squarely in the footsteps of other 
search-and-destroy commando-style 
games. Fortunately, those are good 
steps to follow, and Heavy Barrel does 
a nice job of implementing the assault. 
This is an exciting style of gaming. As 
long as there are terrorists to topple 
and dangers to disburse, compu-com- 
mandos will enlist to battle the bullies. 

—Ross Chamberlain 

Data East, 470 Needles Dr., 

San Jose, CA 95112; (408) 286-7074. 



The orb is always in motion, 
bouncing between two paddles in an 
action similar to wall-bashing con¬ 
tests. The computerist controls these 
paddles with mouse or joystick to 
make sure the orb stays in play. 
Strap on the provided 3-D glasses 


Beyond the 
Black Hole, 
from The Soft- 


of puzzles 
mixed with 
wild 3-D visual 



and the orb isn't just bouncing, it's 
actually in orbit around the grid, 
receding into the depths of the moni¬ 
tor and then rising off the surface. 

The orb can be made to dive or rise 
at any moment. When it collides with 
a puzzle piece, it makes that piece 
move or mutate or do any of a dozen 
weird things. Thus, the goal is not only 
to solve the puzzle but to figure out 

then maneuver the 


orb so it lands on the 
pieces in the right 


sequence. 

The orb has a limited fuel supply 
that's a major concern throughout the 
game. If the player allows the orb to 
wander off the screen, nearly half the 
fuel is lost. Renegade pieces, called 
"fuel pirates," occasionally appear to 
steal fuel. Evade these pirates long 
enough and they turn into orbs, pro¬ 
ducing multi-ball play. 

The refueling sequence requires the 
player to loop the orb through a series 
of irises. The irises close by them¬ 
selves, so the refueling maneuver 
must be completed with speed and 
efficiency. Done correctly, this is an 
extremely elegant sequence, a sort of 
zero-gravity ballet. 

The 3-D effect works beautifully. 
This is not the red/blue of 3-D comic 
books; this is full-color Grenovision, 
similar to that used for the 1989 
Super Bowl halftime show. Fortunate¬ 
ly, for those who can't experience 3- 
D, the game can be played just as 
easily without the glasses. The graph¬ 
ics are cleverly animated and full of 
visual gags. Even the sounds are 
commendable, used judiciously and 
imaginatively. 

The manual is overly skimpy, which 
is disappointing and a little surprising 
in this otherwise well-conceived prod¬ 
uct. It leaves the player on his own to 
discover most of the finer points of the 
game. Look for version 1.02 or later. It 
adds a simplified opening puzzle to 
give the player a chance to become 
acquainted with the interface. 

Included in the package are Greno¬ 
vision glasses, a guide to the history 
of 3-D and a pair of red/blue glasses to 
view the guide's pictures. A second 
pair of Grenovision glasses would 
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game you'll want to show your 

The game's replayability is ques¬ 
tionable. Once all the puzzles have 
been solved, there's not much tempta¬ 
tion to do them again. But that doesn't 
detract much from its entertainment 
value. This is a very impressive action 
game that demands intelligence and 
imagination. In a world full of imitative 
"me too" games, Beyond the Black 
Hole is a whimsical breath of fresh air. 

—Joshua Mandel 

Software Toolworks, 19808 Nordhoff 
Place, Chatsworth, CA 91311; 

(818) 885-9000. 


Dark Side 

CINEMAWARE 



Dark Side is a fully 

I smoothly scrolling 
1 shoot-'em-up adven- 

cles the player faces are made up of 
simple geometric shapes: triangles, 
diamonds, rectangles and so on. 
These polygon-filled graphics combine 
to create a complete world in which to 
explore and do battle. 

The story behind Dark Side is stan¬ 
dard science-fiction fare: A planet 
called Evath was colonized by Earth 
once upon a time. Punishment for 
criminals was simple: banishment to 
one of Evath’s moons. But being fool¬ 
hardy crooks, the banished criminals 
laid their prison moon to waste. Since 
they couldn't return to Evath, they set 
up shop on Evath's spare moon, Tri¬ 
cuspid. This moon is too soft to build 
on, so the convicts, called Ketars, con¬ 
structed an artificial world of their 
own. This "geometric platform" 
makes up the game field. The treach- 


it of ni 
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decided to take revenge on Evath by 
destroying it. 

Equipped with a jet propulsion 



backpack with limited fuel and 
shield power supply, the player 
takes the role of a one-man army 
against the Ketars, who have set up 
Energy Collection Device (ECD), tow¬ 
ers with diamond-shaped solar col¬ 
lectors at the top. 

When the ECDs accumulate enough 
energy, all their power is piped to the 
Zephyr One, a monstrous laser cannon 
that obliterates the planet Evath. The 
graphic effect of this laser cannon is 
rather simplistic. There are no Star 
Wars scenes of a planet vaporizing. In 
fact, the player never sees any moons 
or the planet Evath at any time during 
the game. However, the world of the 
Ketars' prison is large and complicated 
enough to keep the player exploring, 
blasting and dying for many games. 

The play field is housed within a 
simulated viewscreen and is surround¬ 
ed by a highly detailed frame with 
embedded status displays. At the top 
is the player's score and the current 
ECD power, which begins at 100%. As 
the towers are located and their dia¬ 
mond power collectors destroyed, this 
level decreases. The object of the 
game is to reduce the total ECD power 
to zero and save Evath from destruc¬ 
tion by the Ketars. 

At the bottom right of the display 
are two horizontal bars representing 
shield power and fuel. More of each 
are collected by bumping into the geo¬ 
metric shapes representing fuel and 
shield sources. At the bottom left of 
the display are the player's current 
coordinates in the Ketars' world. The 
angle of rotation and movement steps 
are also displayed in this area. These 
step values can be adjusted to make 
movements coarser while making the 
game play speed up, for example. 

There are over 20 key commands 
for controlling the game. Dark Side 
may also be played with a joystick, but 
keyboard interaction is still required. It 
is best to master the key controls, then 
use the mouse to manipulate gun 
sights and firing (on the Atari ST). The 
player shoots tanklike "plexors" and 
peg-shaped flying saucers for self-pro¬ 
tection but never actually comes in 
contact with a Ketar. 

Some of the ECD pods are self¬ 
regenerating. To completely destroy 
(continued on page 150) 
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Stopping the Enemy With 
Firepower 


remember, all 

Don't waste time searching for the 
entrance to the enemy fort. Though the 
instructions don't mention it, it is possi- 


Firepower places the player in control 
of an assault tank. The mission: Infil¬ 
trate the enemy camp, and capture their 
flag before they do the same to you. 
The game features three play styles: 
player vs. player, player against com¬ 
puter or player against a faraway friend, 
via modem communication. 

Control of the tank is by far the hard¬ 
est and sometimes the most frustrating 
part of mastering Firepower. Tank con¬ 
trol is absolute (to go south, push down, 
etc.). Allow approximately one inch of 
room for the tank to make a turn. 

something before it can complete the 
maneuver. This becomes especially 
important when attempting a hasty 
retreat. Should the tank hit something, 
pressing the stick in the opposite direc- 

most of the time because of the frustra¬ 
tion I mentioned earlier. There is a slight 
problem with the program that will occa¬ 
sionally cause the tank to become stuck 
solid on or against an obstacle. Should 
this happen, one can only drop a mine 
to self-destruct and restart from base. 

ample room for all turns. 

The key to success in Firepower is to 
play dirty pool. The player's tank is refu¬ 
eled by destroying enemy fuel depots. 
This means that an opponent will also 
attempt to destroy the player's depots in 
order to refuel. So, when the game 
starts off, destroy any of the friendly 
depots that the tank passes. This will 
make it more difficult for the enemy to 

ed troops. Since the enemy can gain 
points and mines by picking up troops, 
simply run over any enemy infantry that 
may escape the bunkers. While this may 
certainly seem cruel and morbid. 




ble to blast through a wall and gain 
the gate. The problem here, however, is 
tank is stationary, and the enemy heli- 
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closing in. Don't 
note the way they 


When faced with an enemy turret, 
keep in mind that they only fire in eight 
directions. Try to approach from an odd 
angle to get them without being hit. Tur- 


be destroyed. They can be knocked out 
by hitting any of the green area that sur¬ 
rounds them. Turrets will also not fire in 
the direction of their own armada. 
Exploit this by getting between them and 


A player may also lay mines to 
increase his chances of victory. Mines 
would be crucial if they could be placed 
at key locations to halt enemy entrance. 
However, since the enemy can blast 

mines is a not-so-important aspect of the 
game. The only sites where it's recom- 

friendly flag and along the main roads. 

for his flag. Keep in mind, however, that 
mines are not prejudiced and will blow 

where they were placed. 


enemy has your flag, it's time to get 
tough. After all, desperate times call for 
desperate measures. 


— F.T. 
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them requires solving some geometric 
puzzles. Shooting doors or simply 
walking into what appear to be walls 
allows access to more rooms and cor- 




flight simulator. The player easily rotates 
left or right a full 360 degrees and looks 
up and down about 90 degrees. (It isn't 
easy to pull an outside loop in a jet 
pack.) The player can readily spin clock¬ 
wise or counterclockwise, however, 
which provides a nice effect. The player 
either walks through the alien landscape 
or enables the jet pack to rise, fall and 
fly. Flight is necessary to access certain 
elevated corridors and do battle with the 
flying pegs (objects that aren't named in 
the documentation). There are four large 
rectangular areas, the "light side" and 
the "dark side)' to explore, connected in 
ways that are not always obvious. 

The graphics are well-done, with all 
objects in the game nicely shaded to 
enhance depth perception. The game 
speed varies constantly, however, in 
inverse proportion to the number of 
shapes on the play field. As more 
objects appear the scrolling becomes 
noticeably slower, a minor nuisance. 

On the negative side, the music is 
not very melodious; instead, it is 
intended to sound high-tech and oth¬ 
erworldly. I found it nerve-racking 
after only a few minutes and 
switched back to sound effects only 
(the music can be disabled). 

here, applied with only minor twists. 
The polygon-filled graphics work 
well for this flight simulator-style 
game, though they are slower than 
the best flight simulators currently 
available. Nonetheless, Dark Side is 
well executed, if not particularly 
original, and the unusual graphics 
make it an attractive addition to any 
gamer's library. 

—Matthew J. W. Ratcliff 


more ECDs. 
Dark Side 

the features of 
a full-blown 


Sierra On- 
Line's G old 
Rush takes you 

days of old, in 
Hie unforgiving 



Cinemaware, 4165 Thousand Oaks 
Blvd., Westlake Village, CA 91362; 

(805) 495-6515. 


Gold Rush 



i the words of 
e Greely: "Go 
t, young man!" (If 
you are not already 
there.) Sierra's latest 
release, Gold Rush, allows players to 
vicariously experience the rigors of life 
on a burgeoning frontier. Through the 
miracle of modern software, their expe¬ 
riences will undoubtedly be more 
extensive and of longer duration than 
some of the poor unfortunates who 
actually took the journey (especially 
since players have access to a save- 
game feature). 

Gold Rush is a graphic adventure 
in the classic format that consumers 
have come to expect from Sierra. 
Players assume the persona of Jer- 
rod Wilson, a city-born greenhorn to 
the nth degree. For some unknown 
reason, perhaps because of a long 
lost brother, Jerrod has decided to 
leave the comforts of home and 
strike out for fame and fortune. Prior 
to departing dear old Brooklyn, it is 
important for Jerrod to clear up his 
affairs (after all, there is no turning 
back): sell his house, buy equip¬ 
ment, take along a few mementos 
and pay final respects to the dearly 
departed. 

When Jerrod is finally ready to 
go, he's confronted with an immedi¬ 
ate monumental decision: which 
passage to take? As was historically 
the case, three distinct routes were 
used by the Westward expansion: 
the Overland Trek, the Panama Trek 
and the Cape Florn Trek. Each pos¬ 
sessed unique challenges for the 
dauntless set- 


>\AM° Panama Trek 
is the fastest, 
which is important since you are 
working against the clock, but it is 
also the most difficult in terms of 
dangers encountered. (As compen¬ 
sation for the severe hardships poor 
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Jerrod must endure, it is also possi¬ 
ble to attain a higher score by travel¬ 
ing via the Panama route.) 

Whether the settler travels over 
land via stagecoach, steamboat and 
covered wagon, by ship around Cape 
Horn or through Panamanian jungles, 
it is impossible to complete the game 
without the 
extensive his- 
torical manu- 
al included 

with the product. The answers to 
many of the problems Jerrod will face 
are contained therein, as straightfor¬ 
ward explanations of what it was like 
to live during this unique period of 
our history. Sierra has gone to great 
lengths to ensure the accuracy of this 
product, and their respect for the past 
is duly noted. 

The West is an unforgiving mis¬ 
tress, as Jerrod soon learns. Patience 
and perseverance do pay off, although 
usually not until Jerrod has expended 
more lives than a cat. It is important to 
examine all the screens closely, as 
most of the clues received are visual. 
Some items are less distinguishable 
than others, and these are generally 
worth some extra attention. Once 
again, be patient. The West was not 
won in a day, and the same maxim 
applies to this product. 

Game play goes faster due to a 
parser that recognizes abbreviations 
for commonly used commands. All 
interfaces between the player and his 
character are smooth and efficient. 
Players making the transition from 
traditional text-based adventures for 
the first time may be initially aggra¬ 
vated by the limited vocabulary of the 
Sierra parser, but they will soon real¬ 
ize that they are involved with a com¬ 
pletely different animal from their pre¬ 
vious experiences. 

Gold Rush hits pay dirt for a num¬ 
ber of reasons. First, there's the novel¬ 
ty of the subject matter. In a market 
replete with spin-offs and occasional 
outright ripoffs, Gold Rush stands out 
as something completely different 
from the rest of the field. The authors 
put great effort into ensuring the his¬ 
torical accuracy of their product and, 
of course, the polished execution of 
the programming itself. It's well worth 


investing some of your own hard 
earned gold to take the trek and join 
the Gold Rush. 

—H. E. Dille 


Sierra On-Line, P. 0. Box 485, 
Coarsegold, CA 93614; (209) 683-4468. 


Genghis Khan: A Study 
of Regal Principle 




Although the 
jrasian tundra has 
been a place of 
quiet solitude, it has 
me since the sound of 
thousands of hoofbeats struck terror 
into men's hearts. Genghis Khan 
returns players to a time when power 
and honor were everything, a place 
history may be rewritten 
through skill and cunning. 
Unlike traditional war 
games, where tt 


is the ci 


e of 


the entertainm 
product is a socioeconom¬ 
ic simulation of life in the 
Middle Ages. 

Two scenarios are 
offered, and successful 
completion of the first 
automatically starts the 
second. In the first sce¬ 
nario, Mongol Conquest, 
players assume the man¬ 
tel of Temujin, the Mongol 
chief who was to become 
Genghis Khan. The objec¬ 
tive of this scenario is the 
unification of Mongolia, 
with the first turn begin¬ 
ning in the winter of 1174. 
Each year is divided into 
four turns—one for each 
season—with up to three 
commands allowed during each turn. 

Unification of the empire is sought 
through combat and diplomacy, the 
latter being critical to success. Eco¬ 
nomic vitality in one's base and vassal 
states (conquered territories) is main- 








Somewhere in the desolate and freezing wastes of the North Atlantic, between Iceland 
and. the Kola Peninsula, a Soviet battle fleet is lurking, ready to pounce on its prey. 

As NATO Tbsk Force Commander you must deploy your fleet of submarines, ships, mid 







tained through mercantile trade on 
fluctuating markets and careful control 
of production levels of numerous 
resources. Popu- 

maintained by 00000 
goods, foreign 

policy and conquest. Population distri¬ 
bution is divided into five occupations: 
soldiers, town builders, castle builders, 
food producers and specialized labor. 
The first and fourth occupations are 
self-explanatory; town builders 
increase the economic base of the 
country; castle builders increase the 
defensive rating; and specialized labor 
produces goods related to the coun¬ 
tries' most prevalent natural 

Issuing commands drains 
the abilities of the leader, so 
training is required to keep 
the conqueror at peak capaci¬ 
ty. Each leader is rated for 
several abilities, including 
leadership, judgement, plan¬ 
ning, persuasiveness and 
physical and military skills. 
Subordinate generals, called 

which determine a major part of their 
success or failure when abroad. 

Several types of espionage can be 
conducted prior to actually initiating hos¬ 
tilities with other countries, running the 
gamut from undermining the enemy's 
popularity base (thereby generating a 
revolt) to assassination attempts. Armies 
must be recruited or bought (e.g., merce¬ 
naries) and trained, then distributed 
among cavalry, infantry and archery. 

When attacking abroad, the player can 
either lead the armies personally or 
select a governor candidate to do so. 
Personally leading the troops makes it 
possible to control all movement and 
attack options, hunt for additional food 
to sustain the army, plunder the enemy 
towns and even call for reinforcements 
from neighboring states that you control. 
When governor candidates are used, it's 
not possible to directly control events. 

If a battle is won, the invaded territo¬ 
ry may be controlled three ways: as a 
te under the leadership of the 



control (with no ruler present) or as a 
new base of residence for the player. If 
the battle is lost, the losing general (or 
the player himself) can be executed or 
set free. If the player is executed in this 
manner but has named an heir of 
appropriate age, the game may contin¬ 
ue utilizing this character. 

The second scenario. World Con¬ 
quest, begins when the 14 tribes of 
Mongolia are unified or initially select¬ 
ed. Unlike its predecessor, this scenario 
may be played by one to four gamers, 
as either Genghis Khan of the Mongols, 
Richard I of England, Alexious III of the 
Byzantine Empire or Minamoto Yorito- 
mo of Japan. The time is set in the win¬ 
ter of 1205. Although the basic com¬ 
mand structure remains unchanged, 
the beauty of the second scenario lies 
in the interaction generated among 

Set u as a P' a Y ers °ff ,er " 
historically cor- m "l al t ^ 
rect contest Genghis Khan 
Genghis Khan functions extremely 
should satisfy wel1 as a multi-play- 
the simulation er game, with rapid- 
nut with great turn resolution and 
graphics and minimal dead time 
quality action. between turns. 

Whenever it's 
impossible to get four human players 
together, the artificial intelligence of 
the computer opponents is quite intri¬ 
cate and challenging and can be 
increased via a difficulty level setting. 

Genghis Khan is an outstanding 
simulation that transcends normal 
genre boundaries to provide players 
with something truly unique for their 
libraries. The graphics are stunning, 
play is fast-paced and exciting and 
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candidates, u 


e of th 


e. This product will 
seem as fresh the 100th time played 
as it does when first booted. Koei has 
continued to improve an already 
impressive gaming environment with 
this release. 

—H. E. Dille 

Koei Corporation, One Bay Plaza, 

1350 Bayshore Hwy., 

Burlingame, CA 94010; (415) 348-0200. 
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(continued from page 52) 
flavor. It's more involved with quests and 
subquests than Zelda and more linear. In 
Zelda, you didn't have to follow a specific 
path to the end. In Scheherazade, you must 



The Magic of Scheherazade is fun to 
play—not too difficult but satisfying. Some 
of the graphics are wonderful (especially the 

consistently good. The music and sounds 

through, especially with the help that the 
detailed manual provides. However, the last 
encounter is a toughie. You'll need good 
strategy and good reflexes to win and save 
the world. 

—Rusel DeMaria 
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Culture Brain U.S.A. Inc.,15315 N.E. 90th St., 
Redmond, WA 98052; (206) 882-2339. 1 


M0VING? 

To Keep Your Issues 
of 

UideoGames 

& Computer Entertainment 

Coming Regularly, 

Don't Forget to Send a 
Change of Address to: 

Video Games 
& 

Computer Entertainment 
P.O. Box 16927 
N. Hollywood, CA 91615 
818-760-8983 


Modem owners! VG&CE can be reached 
online with comments and hints. We'd be 
happy to hear from you. Electronic Mail can 
be sent to us on the following systems: 
CompuServe: 70007,3554 
GEnie: VIDGAME 
DELPHI: ANAL0G2 
MCI Mail: VIDGAMES 
If you'd like more information on how these 
systems operate and how to sign up, give 
them a call and tell them VideoGames & 
Computer Entertainment Magazine sent you! 

CompuServe: 1-800-848-8990 
GEnie: 1-800-638-9636 
DELPHI: 1-800-544-4005 
MCI Mail: 1-800-444-6245 
































Q. IWiaf do you gel when you mix sharp graphics 
and sensational sound with 
unbeatable game play? 



A. Addicted. 


QUADRALIEN. The mission: Find and destroy the evil 
Quadraliens who have infested Cybernetic Power Station 
ASTRA and bring the reactor back under control. Work your 
way through ASTRA's nineteen chambers with only six droids 
(each with its own unique feature) to find and destroy the 
Quadralien Mother Creature. You'll need ingenuity - as well 
as lasers! - to fight through the aliens and maze-like corridors 
N of ASTRA. Strategic thinking, a 
puzzle-solving mind, and a quick 
trigger-finger are all required, so 
take your time and plan your 
moves. But you'd better hurry - the 
temperature's rising toward a 
meltdown of cosmic proportions! 



STARGOOSE. The equipment: The new top secret 
fighter, codename STARGOOSE, packed to the hilt with every 
weapon imaginable. The assignment: Steal the power crystals 
from the eight cities on the planet NOM. But watch out! The 
roiling landscape is covered with machine gun nests, laser pill 
boxes, automatic rocket launchers, and pre-programmed robot 
attack vehicles, Fuel and ammo will go like crazy, so be ready to 
steal more from the storage tunnels, 
under the cities. Absorb yourself in [ 
spectacular 3D graphics, as you j 



IBM - $39.95 Amiga & Atari ST - $29.95 
Available from fine software dealers or call 1 -800/826-0706 


New From 

SP//Y/MXi#i 









itself and the system it represents. 


The Old Doc 
Gets 

Philosophical 

by 





Because of the number of points, I 


I was very depressed to hear your 
degrading remarks [about] the Atari 
ST. [Your comment that! the ST 
doesn't have a sound chip that meets 
C-64 standards, well, that's a bunch 
of bull. The ST will blow away the 
IBM at sound. Are you saying the C- 
64 has better sound than an IBM? 
[Yes, I think the C-64 has better 
sound than an IBM, but that's beside 
the point, isn't it? The advantage the 
IBM has—despite its terrible built-in 
sound system—is its ability to add 
on-sound boards as peripherals, like 
the Ad Lib, Roland and Covox sys- 

Have you ever used an ST? [I cer¬ 
tainly have. I love my ST. It sits 
right in my office next to my Mac, 
C-128 and Epson PC clone. And 
would you believe it? They get 
along just great!] 

(Regarding the IBM], I would like 
to know who would buy a $1,000 
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learned that these primitive systems 
were designed to handle 2 to 4K ROM 
cartridges and had special software 
tricks like bank switching to vault that 
number as high as 8K. 

Well, let me tell you, I was pretty 
darned impressed by what could be 
done with a couple of kilobits of mem¬ 
ory. I then learned that the mighty 

48K of memory. 48K! Games on the 

offer a minimum of six times the 
sound, graphics and game play of the 
video-game systems! 

Needless to say, my disappoint¬ 
ment with the Apple 11+ as a game 
system was profound indeed. For all 


years before the typical Apple II game 
came anywhere close to the sound 
and graphic standards set by the hum¬ 
ble 2 to 4K game machines. 

The point is, a game system can 
only be truly judged by one thing: its 
games. Most users familiar with both 
systems acknowledge that the Sega 


capabilities; but though the two sys- 


approximately the same time, the NES 
has outsold the SMS by a factor of at 
least 12 to 1. The reason? The NES has 
more games (through itself and third- 

range of genres and styles than the 
SMS, which has stressed arcade 


game types. 

So, which system has the games you 
most enjoy playing? This remains the 


system is the best system—for you. 

The only numbers that really mean 
anything in a video or computer game 
are the CPU's bits and the overall 
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I have read several references in 





tern posed by James and Rhea Meurer 
of Saugus, California, who could not run 
any programs on their C-64 that used the 
V-Max fast-loading system. True, my 
advice to them up to this point has been 
totally useless, but that has not deterred 
me! I have slogged ever onward toward 
the silver-white light of illumination and, 
finally, I think I have an answer. The 
downside is that I'm afraid it won't be of 
any more use to you than my previous 

According to Activision's technical 
support people, some of the newer series 
1541 disk drives for the C-64 are incom¬ 
patible with the V-Max fast loader. 
Specifically, the ROM-Sys mixes badly 
with V-Max because, in Activision's case, 
the copy protection is included in the fast¬ 
load program. In any case, they had no 
solution other than to suggest a different 
model drive. Sorry this took so long, folks, 
and I'm even sorrier the news isn't good, 
but at least you finally got an answer. 

Before you trade in your disk drives, 
however, make sure there are no car¬ 
tridges or peripherals (printer, modem, 
etc.) attached to the computer during 
loading, since they can also interfere with 




Darn good question, Adam. Would 
you believe that in the almost ten years 
that I've been scribing this column, you 
are only the second person (or party) to 
ever ask? 

The answer: Second-party software 
is that which is created by you, the user. 
The hardware manufacturer is, as you 
surmised, the first party and other pub¬ 
lishers are third party. Obviously, there 
is very little second-party software on 


input device, such as a keyboard, w 
which to program the system. Tl 
term is used mostly in the compui 
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TO ORDER ANY NINTENDO, SEGA OR ATARI GAMES OR ACCESSORIES IN THIS MAGAZINE OR BELOW 
DIAL 1 -800-TOY-CLUB If that’s busy DIAL 1 -203-388-6366 for faster service 
JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO GAME OR 
ACCESSORY WITH ONE PHONE CALL! HURRY SUPPLIES ARE LIMITED! 

Just V the box of the stuff you want & mail this form in today for fast delivery with your check or money order. Remember MEMBERS ONLY GET THE CLUB 
PRICE. If you’re not a member you must pay list price. Call us to order any Nintendo, Sega or Atari game ever made or in the future. 





























IMAGINE 
THIS ARCADE 
HALL Of FAME 


IN YOUR 
OWN 
HOME! 


Take one look at the titles here and you'll recognize them as 
a dozen of the greatest arcade games ever. All-time favorites like 
Rolling HiunderAfter Burner ~ Super Sprint f RBI Baseball " and 
Gauntlet.” Now they're ready for play on your Nintendo Entertainment 
System®! Every Tengen game is a faithful conversion of the original arcade hit. 

You get all the heart-pounding action, the stunning graphics, the dynamite 
sound effects. Go with Tengen and you’re playing with only proven 
blockbuster winners. Get Tengen games today and turn your home into 
an arcade hall of fame! 












\ i, \ Detroit has seen better days. 

\ ( ) A Bang of ruthless hoods has 

\j^^werrun the city, and crime is out of control. 
Attacks on the streets. Drug trafficking. Corruption 
and cop killing. It’s so bad a private firm, Security Concepts, 
now runs the police department. 

As RoboCop, your job is simple-dean up the city 
Armed with a heavy-duty arsenal of weapons, including Robo’s 


Special Issue Auto-9, make your way past street thugs, 
the notorious Clarence Boddicker and the powerful ED-209 
to your final battle with Dick Jones. 

Serving the public trust, upholding the law, and 
protecting the innocent was never so challenging, never so 
dangerous, and never so much fun as this. 

With great graphics and great game action, the future of 
law enforcement is ROBOCOP. On Nintendo. From Data East. 










Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.retromags.com 


Thank you! 
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